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DISCOUNT SOFTWARE SUPPLIES 


8 PORTLAND ROAD, LONDON W171 4LA. 01-221-1473 









DISCOUNT SOFTWARE SUPPLIES 


AMAZING SOFTWARE BARGAINS BY MAIL, 100’s OF TITLES AVAILABLE! 
TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 


Game House RAP Our Price 










Game House RRP Our Price 





































































































SPECTRUM inc. P&P Inc. P&P 
Football Manager Addictive 6.95 6.00 China Miner Interceptor 7.00 6.00 
Krakatoa Abbex 5.95 5.00 Panic 64 Interceptor 7.00 §.25 
Chuckie Egg AGF 6.90 6.00 Star Trek Interceptor 6.95 5.95 
Manic Miner Bug Byte 5.95 4.95 Krazy Kong Interceptor 6.95 5.25 
Birds & Bees Bug Byte 6.95 5.95 Hover Bovwver Llamasoft 7.50 6.50 
Pool CDOS 5.95 5.20 Attack of Mutant Camels Llamasoft 7.50 6.00 
Hall of Things Crystal 7.50 6.50 Revenge of Mutant Camels Llamasoft 7.50 6.50 
Dungeon Master Crystal 7.50 6.50 Gridrunner Llamasoft £7.50 £6.00 
Rommel’s Revenge Crystal 7.50 6.50 Hobbit 64 Melbourne House 14.95 12.95 
The Island Crystal 7.50 6.60 Bonka Morrison 6.95 6.00 
Sea Harrier Attack Durell 5.95 5.00 Hunchback Ocean 6.90 6.20 
Jungle Trouble Durell 5.95 5.00 Rollerball Ocean 6.90 6.20 
Scuba Durell 5.95 5.00 Aquaplane Quicksilva 7.95 6.75 
Fighter Pilot Digital 7.95 7.00 Sting 64 Quicksilva 7.95 6.75 
3D Seiddab Attack Hewson 5.95 5.00 Manic Miner 64 Software Pro 7.95 6.95 
3D Space Wars Hewson 5.95 5.00 Transylvanian Tower Richard Shepherd 6.50 5.75 
Arcadia Imagine 5.05 4.75 
Zip Zap Imagine 5.50 4.75 
Zzoom Imagine 5.50 4.75 VIC 20 
Stonkers Imagine 5.50 4.75 Star Defence Anirog 7.95 6.50 
The Alchemist Imagine 5.50 4.75 Fire Galaxy Anirog 7.95 6.50 
Mr Wimpy Ocean 5.90 5.20 Frog Run Anirog £5.95 £4.95 
Kong Ocean 5.90 5.20 Krazy Kong Anirog £5.95 £4.95 
Rescue Ocean 5.90 5.20 3D Time Trek Anirog £5.95 £4.95 
Hunchback Ocean 6.90 6.20 Scramble Anirog 7.95 6.95 
Eskimo Eddie Ocean 5.90 8.20 Vic Asteroids Bug Byte £7.00 £6.25 
Flight Simulation Psion 7.95 6.95 Vic Panic Bug Byte £7.00 £6.25 
Chequered Flag Psion 6.95 5.95 Vic Scramble Bug Byte £7.00 £6.25 
Fred Quicksilva 6.95 5.95 Arcadia Imagine 5.50 4.75 
The Snowman Quicksilva 6.95 5.95 Metaglactic Llamas Liamasoft 5.50 4.75 
Dragons Bane Quicksilva 6.95 5.95 
Bugabod the Flea Quicksilva 6.95 5.95 Munchman Solar 5.00 4.25 
Transylvanian Tower Richard Shepherd 6.50 5.50 Snooker Visions 8.95 7.95 
Urban Upstart Richard Shepherd 6.50 5.50 Jet Pac Ultimate £5.50 £4.75 
Manic Miner 2 Software Pro 5.95 4.95 
Jetset Willy Software Pro 5.95 5.00 ORIC 
Pitman 7 Visions 6.95 6.00 Sea Harrier Attack Durrell 6.95 5.95 
Snooker Visions 8.95 7.95 Scuba Durell 6.95 5.95 
Je Pac Ultimate 5.50 4.75 Galaxy 5 Durell 6.95 5.95 
Psst Ultimate 5.50 4.75 Hobbit Melbourne House 14.95 12.95 
Tranz-Am Ultimate 5.50 4.75 Hunchback Ocean 6.90 6.20 
Cookie Ultimate 5.50 4.75 Mr Wimpy Ocean 6.90 6.20 
Lunar Jet Man Ultimate 5.50 4.75 Ultra PSS 6.95 5.95 
Atic Atac Ultimate 5.50 4.75 Dinky Kong Severnsoft 6.95 5.95 
Ice Giant Softek 6.95 5.95 
BBC Oric Munch Tawsoft 7.95 7.00 
Chuckie Egg ATF 7.90 7.00 
Graphics Bug Byte 9.50 8.50 
747 Simulator Dolsoft 8.95 7.95 SPECIAL PACKS 
Hobbit Melbourne House 14.96 12.96 
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The Music Processor Quicksilva 
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2. Lazer Zone 

































Pilot 64 Abbex 7.50 6.50 3. Attack of Mutant Camels 

Frog Run Anirog £5.95 £5.00 4. 3D Time Trek 

3 D Time Trek Anirog £5.95 £5.00 

Skramble 64 Anirog £7.95 £6.99 SPECTRUM 

Kong Anirog 7.95 6.99 1. Stonkers 

Hexpert Anirog £7.95 £6.50 2. Atic Atac £24.40 £20.00 
Moon Buggy Anirog £7.95 £6.50 3. Hall of Things ’ 
Cosmic Commando Anirog 5.95 5.00 4. Kong : 

Arcadia Imagine 5.50 4.75 







SPECIAL OFFERS FOR THE SPECTRUM alaim OUR PRICE 
THE HOBBIT + BOOK BY MELBOURNE HOUSE £14.95 £10.95 


HURG £14.95 £11.95 
VALHALLA BY LEGEND £14.95 £11.95 


To Discount Software Supplies, please accept my order for the following Programs/ Special Offers: = DISCOUNT SOFTWARE SUPPLIES 
8 Portland Road, London Wit 


1 




















2 — 
SEND 
3 








Name — 
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Address 





Make cheques payable to Discount Software Supplies. 





Chane: NG ossceovkskcve dcacicinwaccscenats for Gavscescaess enclosed. Please debit my Access Card No. .............. Se PSEA Cee T 





| Signed ....... Vedbcoyudeeduinns dccncs scbhebaxetnevncdounchabSdecdbateutdsavsduludh ovehabervscvcucesnbebesstacatvoby cuabsedeterdcusevacte caonsdenadacrwunsires is a: | 


Send SAE for up to date list of our amazing bargains. 

































































ithe Se NEN ee a eRe ees TRS8O 6 
21's the name of this game — always a favourite with 
you computer games players. 


INOWNG Ss Nic Woe ns lk ee EG Eee eae 13 
Get the low-down on the games software scene with 
this month’s news. 


Penalty...... S Sie nee wae See ee les BBC 16 
Footballers must often wonder how on earth you can 
miss a penalty. | know people who've done it — and 
you'll be one of them in this great little BBC game. 


LETTERS 

The Runaway RobotReplies................23 
Now you get your chance to tell everyone about your pet 
likes and dislikes. 


THe Final Frontier: og bs wee se 8 wee es ViC 20 29 
Captain Kirk has nothing to do with this game. Not only 
will you get lost in space, you'll also probably end up 
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| floating up there with your VIC forever! 
Pek COMPETITION 
Complete your software library.............. 32 


With some great new software from Melbourne House, 
who've already given you such good programs as the 
Hobbit. 


Pa Software Reviews............... Had ee SERS 3f 
: Much more software is under scrutiny by our review 
team this month and more to follow in future issues too. 
Don't miss out on it if you are about to buy anew game. 


COMPETITION 

WIN a Comcovision. «inks wa wis siew bas ..44 
This fantastic is yours for the taking — providing you 
enter and come out tops of this competition. 


Bomber BUM. ose wevies cys we os Dragon 53 
Fly your life in Bomber Run — a Dragon extravaganza of 


2) exhilaration. = 
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Games Computing is normally published on the second Friday in the month preceeding cover date. The contents of this publication including all articles, designs, plans, drawings and programs and all 
copyright and other intellectual property rights theirein belong to Argus Specialist Publications Limited. All rights conferred by the Law of Copyright and other intellectual property rights and by virtue of in- 
ternational copyright conventions are specifically reserved to Argus Specialist Publications Limited and any reproduction requires the prior written consent of the Company. © 1984 Argus Specialist 
Publications Ltd. All reasonable care is taken in the preparation of the magazine contents, but the publishers cannot be heid legally responsible for errors. Where mistakes do occur, a correction will normally 
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Guided Missile. ...... irae roe .VIC20 58 
Head an invasion in your own sitting room — with a little 
help from your VIC. 


COMPETITION 
Joystick jamoboree...... i .65 
Suncom’s giving away some ‘of their top of the range 
joystick in this competition. Don’t miss it if you are after 
a new or better joystick to play with. 











Wargames ..... re: 66>... 
More about tactical, strategy games of war and how tow 
program then. 


simple Draw... 0. ec ee ee .VIC 20 71 
Here’s a nice easy, relaxing game in which you can draw 
patterns of all shapes and sizes. 


SPECIAL REPORT 

The British Toy and Hobby Fair..............79 
This show is fast becoming a major platform for the 
games software business in the UK. We took a trip down 
there to see what’s going on this year. 


Gunfight . 53 *- .TI-99/4A 82 
Get off yer hoss, grab yer guns and be quick off the draw 
for a Texas type John Wayne shoot-out. 





The Rockman Files. ..... saat . 89 
Our interpid software assistant ‘has been finding out 
about the ultimate computer adventure game — MUD. 


Rescue Mission...... = . TI-99/4A 92 
Unload your craft to keep it airborne - — otherwise it’s 
certain doom for you and your crew. 


Sea Dog. he oe .BBC 98 
Hunt the enemy ‘warship sailing in your own territory. 





Video Vying. Saale 8 gy . 102 ‘ ag | 
Video Games galore - _ ‘what’ sin store reviewed for you. 7 . : ‘G / 
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1G REM*eetarteseeeeeeee 
28 CLS 
O PRINT ain eatuaksnecadecaheaactewvaeun 





SW PRINT @SS, (*@ ew eee eee eee eee eee eee eee e eee 105@ A(CARD)=1 
S@ FORXwSS5TU44975TEF SL *1060 RETURN 
60 FRINTG@X,"#e 1870 REM screen set Up ####eeeeeeee 
7@ PRINTEX+26, "ee"; 1@80 PMODES,1:PCLS 
8@ NEXT* 1@98 FPCLS2 
9G PRINT@4L? “see ee eee meee eee een ee eee nae! 110@ LINE (5,5)-(251,187) .PSET,B 
1OO PRINTGS4SY, teen t eee eee eee eee eee eee eee 1118 PAINT(@,@) ,4,4 
110 PRINT@I75, “casino 1128 LINE (@,96)—- (256,94) ,PSET 
128 PRINT@228, "BY I[.0.GSELLMAN 113@ DRAW" BM1IS, 15;C3S4;U4H2F 2E2BM+4, +6" 
158 PRINT@O9S, "MARCI a5"3 1148 DRAW" BM+1i ,+0;C3S4; R2EUSHL 2GD4F BM+7 , +8" 
140 PLAY" VTICDEFPOUARDAGI CD 115@ DRAW" BM+®@, ~6DS5FRZEUSBM+4, +46" 
158 CLEARS@O 1168 DRAW US6RSFDGL IRE San+4,+2 
168 CLUS 1178 DRAW" EM+6,0 
178 PRINT@i1, "casino; 1180 DRAW" BMel , *@HUGERLFHL2GD4FR bbe al 
180 PRINTG4ST, “#ereee”; L190 DRAW" USERZF DSUTL4SBM+8, +2 
190 PRINT@LL4, ss INPUT VENTE! CPL Pt NI ios LNILE Nit 4 1288 DRAW" USRIFDGLSARF SAM+4 , +2" 
200 IF LEN(NGAMES OF EN ONAME 4 10 THEN iaND “ 1218 DRAW" USR3FD4GL 7BMN+8, +O” 
218 SOUND200,* 1228 DRAW" BMN+®8, -LFRZEHGERZEBM+4, +5 
-28 FRINT#OOSA, rit + NAME Ls WON \ ! TH 1hat. | is 4 1238 DRAW’ BMIS, 1@7U6F ZELD4BM+4, +O” 
. 1240 DRAW" BMN+2 , +@USH2F2ELVEM+4, +6" 
2308 AS=INKE YS: IF As= (HEN O30 1258 DRAW" BM+6,.2”" 
240 IF As Y" THEN SOUND 200,59: GOSUB 18: GOTUS7T8 1260 DRAW" BM+1 , +OHUSERZFHL 2GD4FR2ERM+4 , +1 
2508 IF As N THEN SOUND 2[O0@.5:CL 58: GOTO678 1278 DRAW" USERZFDSUTL4EM+8, +3" 
248 SOUND: ,1@ 1280 DRAW” UGRIFDGL SARFSBN+4 , +O 
278 GOTO25® 1290 DRAW"U6RSFD4GLIBM+48, +O° 
“68 REM**instriicts seneseoee 13@8 DRAW" BM4@, -1FRZEHSERZFRM+4,+5" 
<-708 CLS 131@ FORX= 15 TO1@7 STEF9S2 
[08 GOSUBSS38 1328 DRAW" BM1268, “+STRE (xX) +" BM+2, +GU6L OR4RM+4, +6 
310 PRINT@9?,. "THE IDEA UF TH AME 1S 10 WINAS MUCH MONEY AS YOU Can AT THE BLA 1330 DRAW" BM+1 , +@R2ZEUSHL 2GD4F BM+7, +2" 
CKJACK TABLE IN Thi AGING, AN BET DONE. WO, THREE, OUR DR FIVE HUNDRE 1348 DRAW" BM+2, +QU4L 2R4BM+4. +4" 
D FOUNDS ON ANY UNE HAND. YOU HAVE FROM THE Tir LNTEF ri ASIN Mil i] 135@ DRAW" USERZFDSUSL48M+8, +>" 
NIGHT TO TRY 1368 DRAW"R4SL4U4BM+8, +6' 
520 FRINT@S34." TO PREA Pal Bian WHICH NTAINS 18080 FOUNDSA HE START OF 1378 DRAW’ BMN+0,.—-2R4BM+8, -2L48MN+8, +4" 
HE GAME. 1388 NEXTX 
~30 GOSUBSS®@ i398 SCREENI,®@ 
348 GOSUBSSY 1488 RETURN 
"50 FRINT@S7., “AT THE STH of ALM HAND YOU ORE Lf CLF IRST CARD AND THE 1410 REM cCardaereree eee eeeeeeeeee 
N ASKED TO FLACE YOUR BET THEN YOU ARE D YOUR SECONI ARD. AFTER YHA ye 1428 CARDS#"R4SODSOL 4OU40" 
Uy CAN PRESS T TWIST OF T ' THE ORMAL BLAC? JAC Ff ES AFPLY.AF 1430 DRAW" BM"+STRE(X) +", "*+STRE(Y)+°sCl"+CARDS 
TER you STIC 1440 PAINT (X*+5,¥+*S),1,1 
“60 PRINT") THE MPUTE ' ty rT oF ' rf HO He JON ANE pet 1450 RETURN 
URRENT STATE Ut MONE 1440 REM deal Cardgeteeeeeteevee 
"73 GOSUEBES 88 . 1470 FORY=25TO 32+25 STEPS? 
780 GOSUBSS@ 1488 FORX=198T060 STEPSe 
[9Q PRINT@G?7. "A HE HH HAN yt INFRESS: 9-0.9.0.8 FOR INSTRU 1498 GOSUB192e 
IONS ace *- 2] “I parte ° TO START &GATN 1500 IF Y=25 THEN SOUNDIS@®,S ELSE SOUND 798.5 
400 GOSUBS&O 151@ GOSUBI1416 
$10 GOSUBSS®O i520 IFX=1@ THEN Mel ELSE M=2 
420 FPRINT@?7, “FRE : POR BLACH JAC A tS 1530 IF Y=25 THEN GOSUB1 450: DRAaW"S4":GOSUBIB6S ELSE COMIN CARD 
$50 PRINT@S49,"F RES a } IN TIN z 1540 GOSUBI98e 
4490 A=INKEVS 1550 IF x= 1@ AND Y=25 THEN GOSUB 7172 
452 IF as THEN 449 1560 NEXT X,Y 
469 iF at "“B" THEN RET 1570 RETURN 
4728 CLS 589 REM 
480 SOUNDTOS,* 1590 REMcontro] *# eee eee ee eeeeeeee 
490 PRINT@IC, "BLACI ; 1408 GOSUBiIO7@:REMscreen set-up 
SOO PRINT@4Al, “#eeeeeeee '; 1618 GOSUB1460:REMdeal cards 
S10 PRINT@94, THE AIM N BLACH JACI IS rO GET THE TOTA OF YOUR CARDS TO AS NE 1620 Ret 
AR TWENTYONE &A YOU CAN WITH OUT GOING OVER TWENTYONE.TF YOU HAND IS AN ACE AND 14638 GOSUB2Z899 
A FICTURE ARD OF TEM THEN YOU AVE INTOON. TF YO AVE FIVE CARDS WH 1448 GOSUB2432 
ICH TOTAL LE 1650 REM draw cards i1 
520 FRINT"SS THAN TWENTYONE THEN YOU HAVE A YECARD T CI WHICH AN ONLY BE BE 1660 IF CARD= 1 THEN 7=0 
ATEN BY PONT Z| 1678 Z=INT((CARD-1)/135) 
5708 GOSUBSSe 1682 IF zZ=8@ OR Z=1 THEN Ce#S ELSE C#4 
540 RETURN 1698 DRAW" BM" +STRE(X+20) +", "*#STRE CY *SO) +"; OC" +Stks ‘ le 
£50 FRINTGE,. "INSTRUCT 1708 ON CARD-Z#iTt GOTO 1718,1720,1770.1740,1750.,1748.1770,17628 70, 18a 710.18 
S40 PRINTG40, "see eter eraee”; 28,1670 
5709 RETURN 1718 DRAW BM+2, +2L 4UERZEURHL 2GBM+10,+5": RETURN 
S80 FPRINT@481, "FP RES mM eey NT INGE 1720 DRAW BM-2,+LFRQEUML SR 2EUML OGBM+8, +5": RETURN 
590 IF INFEYS THEN 72 1738 DRAW" BM+1 , +2U6G3R4BM+4 ,+2>": RETURN 
408 SOUND15@,.5 1748 DRAW’ BM-2,+LERZEUPHL SUPRSAM+4 +A" S RETURN 
618 CLS 750 DRAW" BM-—2, +@ER2F DGL2HUSERSFE BM+4, +S": RETURN 
628 RETURN 1768 DRAW" BM+@, +2U2ZE2UZL4BM+B, +6": RETURN 
530 REMeeleveleree 1778 DRAW" BM—1 , *2R2EUNL 2HUER SF DGL SGDF BM+7 , +O 2 RETURN 
6448 CLS 1780 DRAW" BM-2, +1 FRZEUSHL 2GDFRIBM+4, +>" RETURN 
650 FPRINT@1I. "LEVEL 1798 DRAW" BM-2,+1FR2EUS": RETURN 
668 PRINT@4SS,"#eeee”"; 1808 DRAW" BM-1, +2R2EU4SHL2GD4SFBM+1, -2F 2": RETURN 
67@ PRINT@97,"1) BEGINNER 1819 DRAW" BM-2,+2U46BM+0,+TRETGTE™": RETURN 
680 FPRINTG@161,"2) INEXFPERANCED”; 1620 DRAW" BM-2, +2USERZFOSUSL4”": RETURN 
690 PRINT@225,"°3) AVERAGE”: 186830 DRAW BM- 3, r2USGEM+ 4, *4F R2EUSHLIGDS” : RETURN 
780 FRINT@2B9,"°4) GOOD 1848 DRAW’ BM-2, +lLFRQEUSHL2ZGD4SBM+S,. +1": RETURN 
710 PRINT@IS2,"5S)2 EXPERT 1858 DRAW" BM-1,+2U6GBMN+6, +S": RETURN 
720 PRINT@G449, "ENTER THE NUMBEF - The it LEVEL YOuR W15t 1 TO & 3 1868 ON Z+i GOTO 1878,1860,1890,17280 
7IO ETSeIinr evs 1878 At="DLIDFEL 2DIRIDZRULRTVUGL 2USL 2": GOTO1I91Ie 
740 IF ETS THEN 7720 188@ AS" DGSRSD2ZU2ZR4H4": GOTOL910 
758 ET=VAL (ET#) +6 1870 As="FSGSHSES":GOTOI919 
760 IF ET OR ET>ii THEN Ou 18 TO v 1988 At="BM+2, +SH4D2F SHSUZGZFSESH2OTUIGS : GOTUIFIO8 
778 SOUND2@0.5 1918 FORA= 1TO 2 
788 CLS 192@ IF A#l THEN Xlexe7:Yl=¥*2 
798 PRINT@11.,"CASINO"”: 193@ IF Awl THEN X1l=Xe32:Viey+4a 
890 FRINTG4™, #eeeee”; 1940 DRAW" BM" «+STRE(xX1)¢","4+STRE(C¥1)¢+"C"*#STRE(C) At 
B1@ FRINT@128, WELL "“sNAMES: 19S5@ FPAINT(X1,¥14+5).C,.C 
820 IF ET=7 THEN FPRINT@I9S, "YUU CHUSt ' FEGINNER §& EVEL ARE YOUR SURE IT WON 19760 NEXTA 
T BE TON EaSY™’ 1978 RETURN 
820 1F ETeS8 THEN FRINT@I9", "YOU CHOSE ref Nt KF INCEL LEVEL I THAT WHAT YO 1980 REM card total ##eteeeereeeee 
WANT! 1990 Z=INT((CARD-1)/13) 
640 IF ETt«? THEN PRINT@I9*, "YOU CHOGE THE ERY LEVEL ee Wu SURE YOU ARE 2000 C=-CARD-(2Z*#17) 
MR. AVERAGE"; 2010 IF Y=25 THEN Rel ELSE R#2 
650 IF ET=10THEN FPRINT@I93,. "YOU THINK YOUR GOOD HEY 3 2020 IF Cei2 THEN GOSUB 20698: GOTO2052 
@4@ IF ET=11 THEN PRINT@I92,"SO YOU THIN YOUR AN EXPERT DU YOU WELL I HOPE YOU 2030 IF Celt OR Cell OR C#18 OR C#=9 THEN Tih, 1) =TtiR, 1) © 16:G0! O50 
ARE TELLING THE TRUTH. 2040 Tih, 1)=TI(R,1)eC+i 
870 PRINT@449."D0 YOU WISH TU CHANGE YOUR MINDNOW (Y¥/N)°": 2850 RETURN 
S80 APrINFEYS 2060 TIR,1)=TIR, ide 
898 IF As=' THENESO 2078 TI(R,2)=T(R,2) +1 
900 IF At="Y" THEN SOUND208,.5:GOTU4650 2088 RETURN 
91@ IF AS="N" THEN SOUND?TOG,5S: GUTOv4O [OIE REMCHeCh ee eee ewe eee eee 
928 SOUND: ,1@ 2100 IF T(R,1) 221 ANDT(R,2) -@ THENZ148 
97@ GOTOSSe 2110 IF PNe@ THEN IF T(R,1)=2! AND TW=@ THEN GOTOD7Se 
742 CLS@ 2128 GOSUB223 
950 TIMER=0 2130 IF FPN #1 THEN RETURN 
9648 DIMA(S2) 2148 IF T(R,1)=<21 THEN RETURN 
978 DIM COM(S) 215@ IF Tik,2)>@ THEN?T4@ 
980 DIM Ti2,2) 2160 FORL=STOILSTEF-1 
990 PAN -18000 2170 COLORL ,t 
1998 TS=5000 2180 LINE (25, 35+928 (R-1))-(210,80+92*#(R-1)) ,.PSET, Bt 


1018 GOTOiS58a 









128 
1938 
1048 
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2198 



























































































REM card select ####teeneaeeee 
CARD=RND (S22) 


IF A(CARD) ©=1 THENIOZe 





DRAW’ BMNSS, "+STRE(60+92¢ (R-1)) +" C4S5268M40.- LUSK SF DGF DGL SUTRIBM+S, -SDSFRLEUSBE 
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2202 
2219 
2228 
223 

2248 
2258 
2268 
2278 
2288 
22 

2388 
2318 
2328 
2338 
2348 
} 2358 
2368 
2378 
2388 
2398 
2480 
2418 
2428 
2438 
2448 
2458 
2468 
2478 
2480 
2498 
25988 
2518 
2528 
2538 
2548 
2558 
25468 
2578 
2580 
2570 
2688 
2618 
2628 
2638 
2648 
2658 
2669 
2678 




















































2688 
2499 
2788 
2710 
2728 











2748 
2752 
27608 
2778 
27898 
2798 
2800 














2818 
2820 
2838 
28408 
2858 
2868 
28728 
2869 
2898 
2908 
2718 
2728 
2938 
2948 
2958 
2940 
2970 
2982 
29998 
3092 
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3318 


M+4, +SPR2ZEHSER2F BM+6, +SU6L2R4GBM+G , +6 


2RSBM+S , *+6R2EUGHL IGD4SFBM+S , +ORTEUSHL DGD4SFBM+7, 


3z00* 





PLAY “VS1LL I S@ABCDOGFACBGFF DAEE DF BGACBGFEADAGFFAENFG 
NEXTL 

IF Rei THEN 3120 ELSE 3400 

COLOR2,2 

LINE (177 ,6+928 (R=-1))-(240,20+922(R-1)) ,PSET, BF 
DRAW" BM180,"+STRE(13+924(R-1))4+"305" 

AASeSTRE (TCR, 1)) 

AAGLEN (AAS) 

FORP#2TOAA 

Q=VAL (MIDS (AAS,P,1)) 

ON QO+1 GOSUBI640, 1680,1710,1728,1720.1748,1750,1740,1778,1 
DRAW" BU2" 

NEXTP 

IF T(R,2)<>1 THEN RETURN 

IF T(R,1)>21 THEN T(R,1)=T(R,1)—-10: TR, 2)=TI(R, 2) ~-1:G60TO222 
IF Fel THEN Fe@: RETURN 

DRAwW"C4" 

DRAW" BM+4 , *+2R2EUSHL 2GD4F BM+7 , +@USRSFDGL TRF SBM+8 , -2" 
AASeSTRE(TIR, 1)-TIR, 2) #19) 

Fej 

DRAW"CS" 

GOTO22790 

RETURN 

IK#=INKEYS 

IF Iks#="" THEN2?4390 

IF Ik#="7T" THEN GOSUB2460 

IF Ik#="S" THEN 2670 

GOTO2438 

REM twist 

TWIST=TWIST+1 

SOUND 158,5 

IF TWIST>S THEN 2710 

X=60+48*TWIST 

IF R=i THEN Y=25 ELSE Y25-+92 

GOSUB1828 

60SUB141¢8 

GOSUB1 658 

DRAW"S4" 

GOSUB1849 

GOSUBI 982 

GOSUB289@ 

IF TWIST>2 THEN 2710 

RETURN 

REMstick 

Tt(R,2)=8 

GOSUB2898 

IF TC1,1)3<14 THENZS3E 

DRAW" C4BM100, “*+STRE(93+92e (R-1)) +"FRIDEHSERDE BM+4, +5041 


4BM+5 , +S6HUSERZFHL 2GD4FR2ZEBMN+4 , + 1LUSEM+O, + SRESGIF 2’ 


SOUND159@,5 

IF Re2 THEN GOTOT1I7290 
GOoTO288e 
REMfive-card trick 


Tli,2)=2 


DRAW" BM+5 , +SHUSERZFHL 2PGD4F R2ZEBM+49 , + 1LUSEM+@, + TRE TGTET” 
S(tR)=1 

SOUND I59@,5 

IF R=1THEN 2880 ELSE 7120 

REM#*#epontooness_ 

IF Rel THEN 2=94 ELSE 78184 

DRAW" BM100, "+STRE( 27) +"CSUSRTFDOGL TBM+9, + TROEUSHLIGHAS pe, 


*QUGF oe 


T(R,2)2+8 

S(R)e! 

PN=1 

SOUND158,5 

GOSUB2398 

PN=8 

IF Rel THEN 742790 

REMcom cards 
FORD=17T010@00: NEXTD 
FORX=18T06@ STEFPSO 

IF X=186 THEN Mei ELSE Me2 
CARD=COM (Mm) 

Tw=08 

Re2 

Ye92+25 

SOUND2902@.5 

GOSUB1450 

DRAW"S4”" 

GOSUB18468 

NEXT X 

GOSUEB2Z890 

R=2 

IF T(2,1)¢1& THEN GOSUEZ4E9 
IFT(2,1)>15 AND T(2,1)<18 THEN 73840 
GoTo te8e@ 

RN=RND (3) 

IF RN #1 THEN GOSUB2488 ELSE 7110 
IF T(2,1)>17 THEN GOTOT1e0 
GOTOTOZe 


GOSUB2479 
GOTOT48e8 
REM ask for stake 


DRAW" BM12@8,58 CORSL4USR4SL4USR4BM+4, +SU6DF 4DUSEM+46 , + SUSL ORABMs 4, +4R4L GUTRAL 4 
USR4BM+4, +6U46R3F DGL SRF SBEMN+4, +O" 
3158 DRAW" BM+4,—-1FR2ZEH4ER2F BM+4, +SU6L DR4SBM+4 , +SUSERZDFEDSUSLSRM+S, + TUGBM+O, + TRETGS 
SBM+4 , +OR4L4UTR4SL4USRSEBM+4 , +6" 


A= INKEYS 

IF ASe"" THENTLSO 

STAKE@VAL (AS) 

IF STAKE<1 OR STAKES THEN SOUNDI,1@:GOTO 3168 
SOUND200 ,5 

FORD=1TO1@@: NEXTD 

FOR F=1 TO 3 

SOUND 1S®, 1 

DRAW" C4BM17@,7@S14" 

ON STAKE GOSUB 18590,1718,1720,1770,1740 

DRAW" SBBM-2,+@516" 

FORD=1TO2 

DRAW" BM+0, -1FR2ZEUSHL 2GD4BM+8, +1' 

NEXTD 

FORD=1T0100: NEXTD 

COLOR2,2 
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ORGEM+&, *bR2L AR QUEL SR 


2738 DRAW" C3BMBO, "*+STRE(7S492e (R= 1) )+"USR4EL GUSR4EM+S, +SR2LARZUSLDRGEMe4, 
USBM+¢4 , +6R4SL 4USR4EL4SUSR4BM+11 , +SHUSERZFHL OGD4FR2EBM+ 4, + LUSERZEDSUTL 4BMe-8, 
GLSRFSBM+4 , +BUGRIFD4SGLI3BM+ 14, +BUSL 2R4BM+4 , *+GUER TF DGL TRE TEM +46, +ORDL GRDUSLORA 
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3348 
3350 
3368 
3370 
3388 
3398 
5480 
3418 
3428 
3438 
7448 
T4552 
3468 
3478 
3480 
34928 
3588 
3518 
3528 
3538 
3548 
3550 
3548 
3578 
35980 
35978 
3600 
34610 
3628 
3638 
3648 
3658 
3668 
3678 
3688 
3698 
3708 
37198 
3728 
3720 
ee 

3748 
3759 
3768 
3778 
3788 
3798 
3888 
38108 
3620 
3838 
1848 
3850 
3868 
3878 
3880 
5898 
3988 
3718 
1928 
3938 
7948 


MOUNT TO"; TS:"YOU DID NOT BREAK THE BANK BY": BANR; ” 


3952 
3942 
3978 
3988 
3992 
4828 
4018 
4928 
4938 
4048 
4050 
4040 
4978 
4988 
Ww NO 
4098 
ONEY 
4100 
4119 
4128 
4138 
4148 
41528 
4168 
4178 
4188 
41978 
4220 
4219 
4220 


W YOUR WINNINGS TOTAL 






















LINE (120,53)-(238,9@) ,PSET,BF 
FORD=1T0O108: NEXTD 
FORD=1 T0100: NEXTD 
















NEXTF 

DRAW" BM1S5@,é60S4" 

COLOR2, 

LINE (115,48)—(228,46@) ,PSET,BF 
RETURN 

REMend 

FORD=1TO 18@0;:NEXTD 

FORQ#1TO2: IFS(O0)<>@ THENSS@S 

NEXTO 

IF T(1,1)>21 THEN WINNER}1:GOTOTS2O 
IF T(2,1)>21 THEN WINNER=2:GOTOTS22 
IF T(2,1)=7T(1,2) THEN WINNER=1 

IF T(2,1)<T¢1,1) THEN WINNER=2 

IF T(2,1)>T(1,1) THEN WINNER=1 
GOTOSSI9 

IF S(1)<S(2) THEN WINNER=1 

IF S(1)=#5(2) THEN WINNER=1 

IF S(1)>S(2) THEN WINNER=2 


















IF WINNER=1 THEN AS="SORRY “+NAMES+"'": BS="“THE COMPUTER WON THAT HAND” 


IF WINNER=2THEN AS=NAMES:8%="YOU WON THAT HAND” 
TIME=INT (TIMER #®298/ 3800) 

HOURS#* INT (TIME /460)+ET 

MINUTES=INT (TIME~ (HOURS-E7) #40) 

IF INT(MINUTES/1@) #1 @eMINUTES THEN MINUTES@MINIITES#1! 
TIME=HOURS+MINUTES/ 180 

TR=11-HOURS+ (68-MINUTES) / 100 

SCREENG,@ 

IF WINNER]=1 THEN TS=TS-STAKE*1@0: BAN) =BAN) *STAFE ©1008 
IF WINNER®2 THEN TS=TS+STAKE*#1@@: BAN) “BAN STAKE 41 @0 
IF BANK=@ THEN Ee! 

IF TS=@ THEN E=2 

Z#=INKEYS 

CLS 

PRINT@13, "casino": 

PRINT@4S, "eneene”: 

PRINT@97 AS, BS; 

PRINT@192,."YOU HAVE": TS; "POUNDS"; 

PRINT@224,"THE BANK CONTAINS"; BANK; “POUNDS”; 


PRINT@S21."THE TIME [S": TIME; "PM THERE ITS ONLY *: TR: 


“UNTT 


PRINT@449,"PRESS ANY KEY FOR NEXT HAND EXCEFT face Uh 
IF TR=<@ THEN FOR De 1 TO1000: NEXTD: SOUNDS®. 20: G0TO"90N 

IF TS¢=@ THEN FOR D=1 T0100@: NEXTD: SOLINDS®, 20: GOTO404e 

IF BANK<=@ THEN FOR D=!TO108@:NEXTO: SOUNDS®, 2@:GOTO419e 
ANS=INKEYS: IF ANS="" THEN 3760 

IF AN#="1" THENGOSUBZ9IS 

IF AN#*"R”" OR ANS="E" THEN GOSUP 47328 

CLSe@ 

GOTOS63@ 

TL, 2) eOe TAL, 2dHBr Ti 2,1) eB: Til. 240 

FORX=1TOS2: A(X) =@:NEXT*x 

FORX=1T0S: COM(X) e@; NEXT*x 

Tw-@ 

PN=O8 

S(1)=8:S(2)=8 

GOTO1S9@ 

REM ##time Uptteereeeeeereee 

CLs 

PRINT@11,"“casino”: 

PRINT@4™, "eeeeee”; 

PRINT@100,"BAD LUCK “:NAMES:"'", "THE TABLES ARE NOW CLOSING 
POUNDS. " 
FOR De® TOS1 

PRINT@3B4¢D,CHRE(140); 

NEXTD 

PRINT@449,"WOULD YOU LIKE TO RETURN 
AS@INKEYS 

IF Age="" THEN 39998 

IF As="¥" THEN SOUND200,5: RUN 

IF AS="N" THEN SOUND200,5: CLS: END 
SOUND! , 10: GOTO7980 

REM#*run out of moneysereee 

CLs 

PRINT@11, "casino"; 
PRINT@GS, "#eeee8"; 
PRINT@10@,"BAD LUCE 


TOMORROW NIGHT (¥ 


PRINT@417,"WOULD YOU LIKE TO RETURN 
(Y/N). "3 

FOR D=@ TOT! 

PRINT@S84+D ,CHRS(140); 

NEXTD 

AST=INKEYS 

IF Ag="" THEN 4132 

IF Ate"¥" THEN SOUND2@@, S: RUN 

IF A#t="N" THEN SOUND200,5:CLS:END 
SOUND 1 , 19: GOTO49840 

REMe*broke the banks##seese4 

CLS 

PRINT@1I1,"casino”;: 

PRINT@43, "#eeeee": 

PRINT@I@@,"“WELL DONE “; NAMES” *",,,° 
{5@@@ POUNDS”,...."THE TIME IS NOW": TI: " 


IGHT"; 


4238 
4240 
4258 
4268 
IGHT 
4278 
4288 
4298 
4380 
4318 
6320 
435 
4340 
4350 
369 
4378 
380 
429728 
44008 
4412 
4420 








FOR D=@ TOT1 

PRINT@™E4+D,CHRE(140);: 

NEXTD 

PRINT@417,"“WILL YOU GIVE US A CHANCE TO 
(Y/N). "3 

AS=INKEYS 

IF ASe"" THEN GOTO427@8 

IF AS@="Y" THEN SOUND2090,5: RUN 

IF AS="N" THEN SOUND 200,5:CLS:END 
SOUND1 , 1@:GOTO4180@ 

CLS 

PRINT@11, "CASINO"; 

PRINT@4S3,"#eeeee": 

PRINT@225,"“ARE YOU SURE (Y/N) 7"s 
INPUTAS 

IF ANS="E" AND Ase" THEN SOUND208,5: CLS:END 
IF ANS="R"AND ASe"Y" THEN SOUND2@@.5 :RUN 

IF As="N" THEN SOUND20@, 10: RETURN 

SOUND! ,1@ 

GOTO43208 

END 









“;NAMES;" '",,,"YOU RAN OUT OF MONEY AND 
CREDIT YOU MUST NOW LEAVE",,,," THE TIME I[S";TIs"PM",,,. "GOOD NIGHT": 
TOMORROW NIGHT WITH SOME MORE ~ 


YOU HAVE MANAGED TU BREA THE BANFF NO 


WIN SOME MONEY BACH 


THE ARLES 


you WINNINGS «© 





SINCE WE ALLO 














PM. ".e5e GOOD N 


TOMOUROW 


NEW!! 
SYSTEM CENTER 









TI-99/4A TI-99/4A 


HAVE YOU SEEN 
THESE GAMES YET? 


SUPERB 24” DESK HOLDS ALL 

CURRENT HOME COMPUTERS 

ADEQUATE ROOM FOR 

PERIPHERALS 

EASY CLEAN TEAK EFFECT 

FINISH 

EYE LEVEL MONITOR/T.V. 

SHELF. LOWER MAG. SHELF 
Send Coupon now to: 


BASE ONE, 215 QUEENS ROAD, 
NOTTINGHAM NG9 2BT 

NAME 

ADDRESS 






INC, VAT, 


PLUS £4.99 
£33 DELIVERY, U.K. 
95° MAINLAND 




















Hunchback Havock (BASIC) £5.95 
Arcade action in TI-BASIC! Race with Egor 
thru four castles and 24 different sheets 
Superb graphics and great fun 


If you haven't yet seen our range of games and 
utilities for the TI-99/4A, then perhaps it’s 
about time you joined in the fun! 


Our products are also available from such big 
TEXAS retailers as Galaxy (Maidstone) — Parco 
Electrics (Honiton) — Blue Chip Computers 
(Wigan) and many more. 


The Black Tower (BASIC) £5.95 
Unlock the mysteries of the Black Tower and 
rescue the Lady Gwen in our latest full 16K 
adventure. Addictive and Entertaining 










GAMES PACKS FOR UNEXPANDED COMPUTER 

BUNCH OF 5 / GAMES PACK 1 

Snake, Masterguess, Symon, Bomber, Hi-Lo 

GAMES PACK 2 

Collector, Blocked!, Rocket Run, Minefield, Air Defence£4.95 
SPECIAL OFFER 


ORDER BOTH TAPES FOR ONLY £8.95 
CASSETTE RECORDER LEAD £1.95 


PROCESSOR LTD BOOK NOW IN STOCK £5.95 


A.O.S. House AQUARIUS AND HOW TO GET THE MOST 
1 Willow Parade 


CRANHAM MAIL ORDER ONLY 
Essex RM14 1DZ We also supply all Aquarius products 









Send cheque or P.O. to 


LANTERN SOFTWARE, 
4 Haffenden Road, Tenterden, Kent TN30 6QD 


or SAE for full list. Look out for our products at your TI retailer. 
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SUPA CATCHA TROOPA 

Be astounded by the superb hi-res graphics, the six levels of play and 
amazing sounds. Destined to be one of the most sought after games 
this Christmas. 


GOLF 


We created it for the Spectrum, now also available for the 64. An 
extremely realistic challenging and fun experience, The authentic 
computer golf, addictive whether or not you play the outdoor 
game, 


Call in at your local stockist or contact us now for these and the 
rest of our range on the Vic-20, Commodore 64, Spectrum and Dragon. 


= 
Abrasco Ltd., The Grange Barn, Pikes End, Eastcote, Middx. HAS 2EX. a touch of magic 


Tel. 01-866 2518. 
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La Yd 7 
Our sofiware i is ep NENT oes 11 O] dlome(=-1[-1e-m-lale, 
sites) me folole mre) aa''c-lc-m-10] 0) 0) |(-16-Mm amor l--melmelinicere Lay, 
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Unit 1 & 2, Techno Park, Newmarket Road, Cambridge 



























na ame 
A team of research scientists are trapped 































HUT jar arcade 
ilot the Based on the Pome =: i colour epic 
on the moon and riuicterte hr and terry y : pheonix. This at the evil Aipertrons 
rescue pod from thet Sampernaer only OuNnd space freighter. Your cargo ches you 29 destroy your race, TIV© 
them back safely. But ip atime. _ fOyal treasures of the empire pes ae who are set tO tion pring you t° kne OU 
space for one scientist a ar emnnetn HiI- people want them e many levels of fast ac _cany 
400% MIC action with SUPE « A machine code 


and centl 
RES GRAPHICS AND JOYSTICK OPTION evels 


N. 
TIC OPTIO 
finish the joD. Ss 


presen 
have you hooked tation that should 

















Using M/C graphic routines, a game to 
absorb the keen novice and the scratch 
player. Play on a9 or 18 hole course, with 


ina change of tactics the beings beyond 
the stars have developed an android of 



















human form to do their dirty work. And 
i | against the i they maj 
are set t our skill ag@! with the aid of sensor jamming they may 
full rine of ee Along the greens back together Lak A game guaranteed prove formidable. Using full colour, MIC, 
ced aaa hours of addictive sport can dragon 2 sassy bound for hours. hi-re graphics this game can offer up to 21 
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ALSO AVAILABLE: 











Nuclear Attack/Grand Prix 
Basic VIC20 — £5.95 
Demon Driver Basic VIC20 — £5.95 Hearts & Diamonds/Hi-Lo Basic 





Lunar Rescue Basic VIC20 — £5.95 VIC20 — £5.95 
Apple Bug/Crazy Climber Basic Machine Code Monitor @®@e@eeeses?es?esd 
VIC 20 — £5.95 VIC20—£14.95 @@e@e2e7ee7ese7?e728s®@ 








———s 
LUNAR RESCUE (48K Spectrum) @ £5.95 each Please debit my Access/Barclaycard (delete as necessary) I | 
GOLF (48K Spectrum) @ £5.95 each 


Card 
VOYAGER (VIC20 8 or 16K) @ £5.95 each For any} Number RECRELSRRLEESLLER 
LIBERATOR (16K/48K Spectrum) @ £5.95 each | enclose Cheque/PO for £ 
PICTURE PUZZLE (Dragon 32) @ £5.95 each 
SPHINX (VIC20 8 or 16K) @ £5.95 each Name | 


THUNDERHAWK (48K Spectrum) @ £5.95 each 
ANDROID INVADERS (Dragon 32) @ £5.95 each Address | 
66 Lime St., LiverpoolL11JN Tel: 051 7087100 ies 


BIRD OF PREY (BASIC VIC20) @ £5.95 cach 
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Adam Arrives at last 








The CBS Colecavision! is to be expanded into a full biown computer system soon, wit 
the addition of the Adam. _ 

Expansion Module 3 turns the Colecovision into an Adam microcomputer. The 
Adam has 64K of RAM, a full typewriter keyboard, a built-in high speed cassette 
drive, and an 80 column daisywheel letter quality printer. : 

ies hasbacciosl is rn, with Smart BASIC on tape and a game, also on tape. A 









tape ye 
The computer will be able to Support another tape drive and possible a disc drive. 
The central processor box plugs into the expansion slot on the front of the Col- 
ecovision game console, giving the system a very large ‘footprint’, thatis it takes upa 
lot of desk or table space. 
A dedicated Adam will be available later on in the year that does not need to be 
plugged in to the Colecovision and has a much smaller ‘footprint’ but can still have a 
slot to take standard cartridges and Adam joysticks. Adam joysticks are the same as 
the Colecovision sticks except that they are a cream colour. 
The stand alone unit and the plugin unit willbe totally compatible. No UK price has 
yet been set but the price in America is about $700. 
CBS are at Headley Rd East, Woodley, Berks. ; 





















Activision Action ea i ATHLG 


New from Activision for the Atari VCS are 
Decathlon and Space Shuttle A Journey In- 
to Space. 

Decathlon is modelled on the olympic 
decathlon event. You play the part of a 
competing athlete. Running is accomplish- 
ed by moving your joystick back and forth, 
the faster you move the stick the faster 
your character moves. Your alter ego is 
made to jump, throw and pole vault by 
pressing the fire button. 

The events that you have to compete 
in are 100m, 400m, 1500m, 110m 
hurdles, javalin, shot put, long jump, high 
jump, pole vault, and discus. The high jump 
and pole vault are very realistic with the lit- 
tle man doing a flop over the bar 
and flicking himself over the pole vault bar. 


ACTIVision 
Up to four players can compete with 


SPACE IGE SHUTTLE each other for points just like in a real 


decathion. 

Space Shuttle is a simulation of a 
space shuttle flight to rendezvous with a 
satellite and return to earth again. 

There are full graphics throughout the 
flight with a view out of the cockpit win- 
dow. Half the screen is taken up with in- 
strumentation. 

Activision are also releasing their best 
selling River Raid for the Mattel Intellivision 
and Beam Rider for the CBS Colecovision. 

All Activision cartridges are £29.95 
except those for the Intellivision which 
retail for £24.95. 

Activision are at CGL House, Golding 
Hill, Loughton, Essex 1G10 1RR. 
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New Releases... 


Mission Software have just rolecesd a 
novel game for the 48K Spectrum and the 
Dragon 32 computers. Called Mission 1 — 
Project Volcano, the game is a spy adven- 
ture game with secret agents battling it out 
around the eastern bloc. 

With the game you get a passport, 
various maps, briefings, and instructions 
also included. The idea is to break the 
secret code used by the baddies. 

So if you are interested in becoming a 

secret agent, Project Volcano is available 
mail order for £6.95 from Mission Soft- 
ware, Command Headquarters, 1st floor, 
49 Grange Rd, Darlington, Co Durham 
DL1 SNB. 
Artic Computing have two new releases 
for the Spectrum 48K called Monkey 
Bizness and Bear Bovver. 

Monkey Buizness is a ‘Kong’ based 


get her back. This is not as easy as it 
sounds as our monkey friend is throwing 
barrels at you. 

Bear Bovver finds you as a bear driving 
a Sinclair electric buggy. But the car eats 
up batteries so Ted Bear must be in con- 
tinual search for batteries for his car. It is 


that isn’t enough they will set their pet 
Nasher on to you. 

Both games retail at £6.95. Artic are 
also releasing their much acclaimed adven- 
ture series for the Commodore 64. These 
adventures have previously only been 
available on the 48K S 

Artic are at ae St, Brandesburton, 
Driffield YO25 BRL 





14 






Sinclair and Oric Up-grades 


Lots of new machines have been released recently. Sinclair have brought out thelong 
awaited OL computer and Oric have re-engineered the Oric and called it the Oric At- 
mos. 

The QL is aimed at the BBC market at £399 and comes with 128K of RAM, areal 
keyboard, twin microdrives, 512 by 256 graphics resolution in four colours, or 256 
by 256 resolution in eight colours with flashing, and two joystick ports are included as 
standard but need an adaptor. 

A new version of Sinclair BASIC called Super BASIC is in the QL taking up 32K. 
There is also a ROM cartridge port for the OL that is similar to the Spectrum Interface 
Two cartridge port but it will not accept the same cartridges. 

Oric have set their sights slightly lower with the Atmos. At £170 this machine 
falls between the Spectrum and the Commodore 64, price wise. The only external dif- 
ference between the Atmos and the Oric is the case. The top of the Atmos has a real 
full stroke keyboard that has a very nice feel to it. The colour has changed to a tasteful 
black with a garish red trim. 

The BASIC has altered clearing up the bugs that have caused a lot of problems 
with the original Orics and bringing in improved cassette operation with the saving and 
recall of DATA on to tape, a PRINT AT command and controlled auto repeats on the 
keyboard. The Oric manual has also been totally re-written by an independent author. 

To coincide with the Atmos launch, the new re-styled disc drives were 
announced. Also ‘dressed’ in black with red trim the drives work with the Hitachi 
three inch format, and include a full disc operating system to use files on the disc 
effectively with 13 new commands. 

The Oric printer has also been given a new lease of life and now comes in the 
Atmos colours, but is otherwise identical to the Oric printer. 

The Oric 1 will no longer be manufactured. You can contact Oric at Coworth 
Bo ote Rd, Ascot, Berkshire SL5 7SE Sinclair are at 23 Motcomb St,London 


































trollers, and for the Roller Controller there is 


Colecovision Extras Victor: and Slither: 


CBS have announced some new add-ons 
forjthe best selling Colecovision system. 

The Atari adaptor box is now on shop 
shelves after a long delay following court 
proceedings involving CBS and Atari. The 
box plugs in the expansion port and has all 
the switches that the Atari VCS/2600 has 
such as colour/BW, left and right difficulty, 
game select, and reset. It also has two 
slots for Atari joysticks and of course an 
Atari catridge slot. 

This module turns your Colecovision 
into an Atari VCS and willrun all of the VCS 
Cartridges that are currently in the shops. 

Two controllers are due for the release 
in March. The Super Controller is a device 
looking like the hilt of a sword with a grip 
for your hand that has four buttons on it for 
your fingers, there is a guard that goes over 
your hand and on top if this is the joystick, a 
12 button keypad and a paddle like control 
knob. 

The Roller Controller is a track ball that 
the standard joysticks plug into. A Roller 
Controller, or track ball as it is usually call- 
ed, works by spinning a ball mounted in it in 
the direction that you wish to go. This 
technique was first used by Atari in their 
famous Missile Command arcade game. 

Both these controllers have special 
games written for them, also due out in 
March, they are Rocky for the Super Con- 


Penetrating Sofware 


Penetrator, the best selling Melbourne 
House Spectrum game, is shortly to be 
released for the Commodore 64. 

The idea of the game is to fly across the 
enemy’s territory avoiding the usual 
hazards of missiles and other nasties. 
When you have gone through this you 
need to destroy an illegal cache of neutron 
bombs. 

One feature of Penetrator is the ability 
to edit or re-design the terrain to suit your 
own needs. 

Also out from Melbourne House short- 
ly is the long awaited H.U.R.G. which 
stands for High resolution User friendly 
Real time Games designer. 

As its titles suggests HURG is a pro- 
gram that allows you to design your own 


Rocky, as its title suggests, is a boxing 
game featuring a very realistic display of 
the ring with Rocky against Clubber. Vic- 
tory is a terrain following Zap the aliens 
Scramble type of game. Slither, however, 
is a novel game involving you fighting 
against snakes, tyrannosaurs, and 
pterodactyls in a desert. 

CBS Electronins are at Headley Rd 
East, Woodley, Berks. 





machine code games from scratch with no 
knowledge of machine code. 

HURG was due to be released last year 
but extensive modifications and im- 
provements have been made to the original 
design and Melbourne House say that it is 
the most advanced utility program of its 
kind. 

Melbourne House are running a 
£3,000 competition to coincide with the 
launch for the best program designed with 
HURG. Details can be obtained from 
Melbourne House. 

The first copies of HURG will be given 
away in Games Computing’s prize com- 
petition this month, which you'll find 
elsewhere in this issue. 

HURG costs £14.95 and Melbourne 
House are at Castle Yard House, Castle 
Yard, Richmond TW10 6TF. 
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CHUCKLE EGG 


Jf 202 


“Available from W.H. Smiths, @&_ 
John Menzies and all leading 
computer stores. 


Unit 8, Canalside Industrial Estate, 
wv / \ &F Software /\ Woodbine Street East, Rochdale, Lancs. 
EEE ~—SCOOOLL16 5 LB. Teel: 0706 341111 
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Tired of playing endless space games? 
Well then plant your feet firmly back on the 
ground again and play this football game. 
Your team are through to the European 
Cup. Unfortunately through your negative 
tactics you always draw O-0. Which 
means the tie has to be settled by 
penalites, the first team to score five goals 
going through to the next round. (Where 
doughtless you will draw 0-0 again!) 

When playing the game if the attacker 
on the screen is blue shirtied you decide 
whether to kick the ball Right, Left, or 
Straight ahead by using the >,< and ? 
keys respectively. The computer will 
automatically assume the keepers roll. A 
word of warning you may out gues the 
keeper but nerves or just plain lack of skill 
may mean that you miss kick and the ball 
will sail wide of the goal! 

If the attacker is red shirted you on your 





keepers cloth cap and decide which way 60-680 Waits for you to input . 
you are going to dive using the > ,< and? shot direction if its your 
keys as before. The computer will not turn. Or randomly works 
shoot until you have decided which way out the shot direction if © PROCPAUSE . 
you are going. you are in goal. (L%) pauses for a set time. 
oy Se 620,680,690 Allows arandom miss to PROCPITCH draws white lines on 
Program Description occur. | pitch. 

‘ : 720-980 Waits for you to input PROCBALL moves ball on screen. 
Line No. Function dive directionif youarein PROCCHECK checks to see if goal, 
10-40 Introduce the game if its goal or works it out save or miss has occured 

the first round. randomly if you are sets up appropriate scarf 
50-60 Sets shirt colour for this attacking. colour if any of those 
cycle. 990 Counts cycles. events has occured. 
70-500 Displays 1000-1090 Checks to see if | PROCSCARF displays scarfs in crowd. 
pitch,goal,crowd,at- someone has won if you © PROCMAN sets up and displays 
tacker, have to go next round. If attacker. 
ball and stationary computer has game  PROCBLANK blanks out stationary 
keeper, ends. keeper and replaces him 
PROCKRIGHT moves the keeper to the with background of 
right. netting. 
PROCKLEFT moves the keeper to the PROCSCORE _ adds 1 to score if a goal 













left. has been scored and 
displays score at the top 
of the screen. 
PROCTITLE displays instructions and 
round number. 
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Variables Used 


M= random number to calculate 
x% ,Y¥%,2%,C%,W%,S%,D%,V%,JS%, Se ee 
T&E = tab positions. ; = computers score. 
0% ,P% = gle co-ordinates of the N= your score. 
all. C= dive direction. 
U%= counts number of cycles. F= shot direction. 
ROUND = round of cup. [= save or goal. 
: = ei / - S= input to continue. 
= shirt colour. 
p= 1 or 2. SUGGESTED ADDITIONS 
MA = count in repeat loop. ; ! 
xX Y= tab co-ordinates of center of With a knowledge of sound it should be 
goal. relatively easy to add appropriate noises to M 
A= input shot direction. the program such as whistle, crowd rattles ~~ 
TS input dive direction. and a tune on completing a round suc- 
ifs random number of calculate cessfully. So why not have a go it could 
shot direction ormissoccur-  2dd to the fun. If you do,let me know. 
ing. ’ 
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= =. 





% , 


ere 


@ MODE 4 


$Q U%=@: B=O: N=: 1=0 

} PROCTITLE 
K=U% MOD 2 

IF K=@ L=4 ELSE L=t 
MODE? 
*#FX 15,1 
FP=1:C=@ 
PROCSCORE 
P=2 
VDU4 
COLOQUR7 
COLOURI28 
| YDU 23,240, 24,60, 126,219, 255 
FORX%=8TOi9 
FORY“Z=2T01@ 
PRINT TAB(X%, ¥%) 3: VDU 240 
NEXT 
COLOURI3@ 

FORZZ=8TO19 
FORCZ=15 TO 3e@ 
PRINT TAB(Z%, 6%) 5: VDU SS 
NEXT , 
COLOUR 
COLOURI35S 
FORWZ=11TO 14 
PRINTTAB(S,WZ) s:VDU S32 
PRINTTAB (13 »WA) 32 VDU Se 


3192,48,24 


2 NEXT 


FORS%=5TO1s 
Sh hata a hae 
eee 


n eOaR ote 


36M FORV%=12 TO 14 : 
37@ PRINTTAB(DZ,V%) 3: YDU 244 
380 NEXT , 

@ PROCFITCH 


499 VDU4 | 
4ig VDUZS,241 +2, 2.2, oO 8,68, 60,24 ; 


) VDUSS, 242, 255,255,189, 189, 189,460,460, 24 
_ VDU23 243, 36,66, 129, bb 136,195 o. @ 
“COLOUR 128: COLOUR? 
PRINTTAB(9, 14); :VDUZ4S 

-PRINTTAB(9, 15) 3: VDU242 

} COLOURT : 

PRINTTAB(9, 12)s:VDUZaL 


a aoa 
@ PROCPAUSE (1@Q) 


ypu23, Ee ook oo 
@ VDUZT, 247,135,255, 127,127,295,3,1 


coher ot 2525096, 224, 224,96,0, 252. 








1882 
181@ 
1020 
1232 
1249 
1858 
1940 
1878 
1gB8@ 
1898 
1188 
1118 
1128 





MA=O:X%=9: i214: MexuiVavas c=a 


O%=600: P%=140 
IF L=1 THEN GOTO620 
A=INKEY (@) 
IF A=44 F=-1 
IF A=46 F=1 
IF A=47 F=@ 
IF A=-1 THEN GOTOS7@ 
J=RND (11) 
IF L=4 THEN GOTO 672 
IF J<=3 THEN F=1 
IF J>3 AND J<=6 THEN F=-1 
IF J>& AND J<=9 THEN F=O 
IF J=10 F=2 
IF J=11 F=-2 
VDUZ3, 249 ,@,0,254,0,8,254,0,0 


WDU23,251.63,0,6,7.7,;6,8,63 

IF L=4 THEN GOTO790 
H=INKEY (@) 

IF H=44 THEN GOTO 822 

IF H=46 THEN GOTO sae 

IF H=47 THEN GOTO 94@ 

IF H=-1 THEN GOTO730 

VDUS 
M=RND (3) 

IF M=3 THEN GOTO 940 
IF M=1 THEN GOTO 82@ELSE 88a 
REPEAT 

IF MA=@ THEN PROCBLANK 
PROCKLEFT 


_ PROCBALL. 


UNTIL MA=2 
GOTO98e 
REPEAT 
IF MA=@ THEN FROCBLANE 
PROCKRIGHT 
PROCBALL 
UNTIL. MA=2 
60TO98O 
REPEAT 
FPROCBALL 
MA=MA+1 
UNTIL MA=2 
PROCFPAUSE (15@) 
U“Z=UA+1 
IF B=S OR N=S THEN GOTO 1820 
SOTOS@ 


VDU4 


4,254.2 


IF N=5 THEN ROUND=ROUND+1 : GOTO 


VDU4 
PRINTTAB(4,16)3 "GAME OVER" 





Woy kh Vly bLO 


28 


PRINTTAB(3,18):"YOU LOST “:By"—"EN 


PRINTTAB (4,20); "IN ROUND"; ROUND 


VDUS1,@,31 
END 

DEF FPROCKRIGHT 
JA= (XZ-1) +MA 


VDU4 ,17,8,17, 135: PRINTTAB(IZ,Y%) ss VDU2Z44,17,3,17, 


128,246,247,248,5 
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1130 MA=MA+1 S 1680 V 3,253 ,227,108,227,108,237,108,237,108 
114@ C#=2 o 1690 PRINTTAB(T,E)::VDU2S3 

115@ ENDFROC AES 1700 NEXT , 

1160 DEF PROCKLEFT a 1710 FPROCSCORE 

1170 J%=(X%-2)--MA | 1720 ENDFROC 

1180 PRINTTAB(J%,Y4Z)3:VDU 4,17,3,17,128,251 ,250,249,17] = 1730 DEF FPROCMAN 

»59,17,135,244,5 a 1748 VDU23,254,26,36,346,36,36,102,9 

1198 MA=MA+1 1750 GCOL@,7 

12@@ C=1 : 3 1760 MOVES00 ,460: VDUS, 254 

1210 ENDFROC 1770 MOVE6OO, 120: VbDU241 

1220 DEF FPROCPAUSE (LZ) si 17890 GCOL@,L 

1230 TIME=0 179@ MOVES600 ,9@: VDU242 

124@ REFEAT UNTIL TIME=L% 1880 VDU4 

1250 ENDPROC 181@ ENDFROC 

126@ DEF FROCPITCH Rey 1820 DEF FROCBLANE 

1270 GCOLO,7 ORES 1830 VDU4,17,0,17,135 

128@ MOVE 250,540 a 1840 FOR @=1TO3 

1290 DRAW 250,450 ed 185@ PRINTTAB(X,Y)s::VDUS44 

130@ DRAW 960,452 ore 1860 Y=Y-1 

i310 DRAW 960,540 2 1870 NEXT 

1320 MOVE 10,540 1888 ENDFROC 

1330 DRAW 10,30 : 189@ DEF PROCSCORE 

1340 DRAW 1270,30 1 1900 IF FH1i THEN GOTO01930 

135@ DRAW 1270,540 {4 #1910 IF L=1 AND I=1 B=B+1 

1360 VDU 23,252,0,0,24,60,60,24,0,0 : 1920 IF L=4 AND I=1 N=N+1 

1370 MOVE600,14@:VDUS,252 1930 VDU4 

1380 ENDPROC 1940 COLOUR128: COLOUR4 

1390 DEF FPROCBALL. 1950 FRINTTAB(O,.@):"YOUR SCORE "3;N; 

14@@ FOR Y=1 TO 106 1960 COLOUR1 

1410 GCOL@,7:MOVE OX%,FP% :VDUS,252 a 1970 FPRINT" COMP “":8 

1420 PROCFAUSE (2) 198@ VDUS 

1430 GCOL@,2:MOVE OZ%,F% :VDU2ZS2 1998 ENDFROC 

1440 PYZ=F%+2: 0%=O07+F 2000 DEF FROCTITLE 

1450 NEXT 2010 CLS 

1460 GCOLO,7:MOVE OZ%,F% :VDUS,252 2020 PRINT: SFC(10)3;"FENATY DECIDER" 

1470 VDU4 2020 PRINT’ ';SFPC(4);"EUROFEAN CUP ROUND ":ROUND 
1480 FROCCHECE 2040 PRINT’ ‘’’3; "Youre team of blue shirted" 

1498 ENDFROC Se 2050 PRINT"Men are in the cup final." 

15@@ DEF FROCCHECE 2060 FPRINT" After an action packed game which went int 

1510 IF FP%«~S64 THEN GOTO1630 oO extra time" 

1520 VDU4 | 2070 PRINT"neither team managed to score." 

1520 COLOURS: COLOUR1I28 . 2080 FRINT" So now its down to sudden death" 

1540 IF F=2 OR F=-2 THEN FRINTTAB(1,1)3;" HA HA HA HA 2090 FRINT"penaties the first team to score " 
HA ":I=2:GOTO 1580 | 2100 PRINT"five goals wins." 

1550 IF C=1 AND F=-1 OR C=2 AND F=1 OR C=@ AND F=@ THE a 2110 PRINT" You decide which way your player shoots o 
N FRINTTAB(1,1);"SAVE ! SAVE ! SAVE'":1I=2:GOTO 158@ |r dives by" 

1560 FRINTTAB(1,1);"GOAL ' GOAL ' GOAL!" : 2120 FPRINT"using the following keys" 

i570 Z213@ PRINT’ ‘:" Left <= Right =" 

1580 AND L=1 2140 PRINT’;" Straiqght/Feeper stationary ‘?7'" 


1608 AND L=4 2160 S=INKEY(@) 
1610 IT=1 AND L=1 G= 2170 IF S=-1 THEN GOTO214@ 
1620 P%Z=564 THEN FPROCSCARFS | 2180 
163@ ENDFROC 2190 ENDFROC 
16490 DEF F'ROCSCARFS 
165@ COLOURG: COLOURI3S 
1660 FORT=0 TO19 STEFS 
FORE=2 TO 1@ STEF 


2 G 
1590 2 AND L=4 G 215@ PRINT’’’;" PRESS ANY KEY TO PLAY" 
i G 
G 
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COMPUTER CABINETS 
AND HOUSING UNITS 
From only £13 + delivery 


Send SAE for colour brochure 


agg 


ee illustrating our range of 


Computer Housing Units and 
Cabinets 


MARCOL CABINETS 
PO Box 69, High Street, Southampton 
Tel: 0703 731168 (24 hr answering) 


(GALAXY pas 


For Texas 
60 High Street, Maidstone, Kent ME14 1SR. Tel: (0622) 679265/682575 


TISS/4A 
TEXAS MODULES 


































ATARISOFT for TIS9/4A 
















































Adventure/ Pirate 14.95 Begin Basic Tutor 5.95 eu 
Joysticks ( Pair) 14.95 Teach Extended Basic 5.95 asi ey HERE 24.95 
32k RAM Card 89.95  TerminalEmulator2 39.95 soak wetpuie 
Cassette Cable 9.95 Tombstone City 10.95 Protector 2 aii 
Adventures 5.95 Alligator Mix 10.95 TIMELESS SOFTWARE 
TI Invaders 14.95 Speech Synthesiser 34.95 Kong 7.95 
oe 4 10.95 Car eh 10.95 Crazy Fun House 7.95 
Attac 10.95 Joystick Adapter 9.95 
Blasto 10.95 Atari Joystick 6.99 INTRIGUE SOFTWARE 
Hustle 10.95 Blank Cassettes (5) 2.50 Mania 5.95 
Yahtzee 10.95 Editor Assembler 69.95 Adventure Mania 9.95 
Blackjack/ Poker 10.95 Starter Pack1 9.99 LANTERN SOFTWARE 
Video Games 1 10.95 Starter Pack 2 9.99 Daddies Hot Rod (B) 5.95 
Soccer 14.95 Games Writer 1 9.99 Battlestar Attack ( E) 6.95 
Munchman 19.95 Games Writer 2 9.99 Hunchback Havock (E) 5.95 
Parsec 19.95 Early Reading 10.95 STAINLESS SOFTWARE 
Oldies Goodies 1 5.95 Early Learning Fun 10.95 Golf 8.00 
5.95 Beginning Grammar 10.95 Planet Destroyer 6.00 
7.00 


Global Rescue 
FULL RANGE OF ABOVE COMPANIES PRODUCTS STOCKED 


The Best of 99er 


Addition/Subtraction1 10.95 
10.95 







Oldies Goodies 2 
10.95 


Minus Mission 
Demolition Division 10.95 Addition/Subtraction 2 





















=a BARCLAYCARD BOOKS : 
eS om Smart Guide for Sprites 6.95 99er Magazine (Monthly) 3.00 
cman hace ae How to use the TI 99/4A Computer 3.95 35 Texas Programmes 5.95 
——S—= — Getting Started with the TI99/4A 5.95 Adventure Hint Book 4.99 
4.99 TI USERS-— User Publication 
£6.00 PA. 





All items subject to Dynamic Games for the TI99/4A 
availability Tantalising Games for the TI99/4A 3.95 Published Quarterly 
ALL PRICES INCLUDE VAT AND POSTAGE- SEND CHEQUE WITH ORDER OR USE ACCESS OR BARCLAYCARD 
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12c MANOR ROAD, STOKE NEWINGTON, LONDON, N16 


TEL: (01) 800 1333 WORKSHOP 


™ Apocalypse is produced under licence from The Games Workshop Ltd. 





HOW TO ORDER. You may purchase any of the items listed by 
coupon enclosing your cheque/P.O. made payable to BINDERMAN Ltd. 
and your order will be dispatched within 7 to 14 days. All prices 
inclusive of VAT and P&P. soy 









Ox 
| Pp 


ost to: REDSHIFT LTD, 12¢ MANOR RD, STOKE NEWINGTON, N16. 


| would tike to purchase itemis): 
(Please circle/tick item(s) required) 


Re) sree 
A B C D (For Apocalypse) Available for BBC/Specrum (Delete which 
is not applicable) ROS 


— Rebel S 
[| Nebula Residues 


lf enclose my cheque/P.0. for £ 


Tel (Day). - Tel(Eve) 
Please allow 7 to 28 days for New Releases 


Address 






















DOOMSDAY 
CASTLE 


is an arcade style game 
with the feel 


SO FTWAR 7, of areal adventure 


Doomsday Castle consists of a labyrinth of 76 complexly inter-connected Halls and Passages 
where you will meet a whole host of adversaries serving the infinitely evil Scarthax, the Garthrogs, 
the Orphacs, the phenomenally nasty Googly Bird and the Urks which manifest themselves in over 
fifty unbelievably weird and wonderful guises. 

Scarthax has scoured the Universe to bring together the six ancient Stones of lifeforce. United in 
Doomsday Castle they are being used to wield an irresistable power over the cosmos, emanating 
waves of corruption through every galaxy. 

To save the Universe, you must battle your — through the Castle to find and collect the six 
stones and use their force against , 
Scarthax to destroy Doomsday 
Castle, hopefully escaping 
yourself before the final 
cataclysmic explosion. 
The task is not easy 
(Saving the Universe 
Maom si e-aehi@yy 
take youmany games to 
unfold the structure : 

Castle and 
cOver the locations of the 
ancient stones. The addictive 
arcade style action will keep you 
coming back = famed but the a 
Overs _ d SOY 






























ou take on the role of our super hero ZIGGY 
shown here above in his exploratory 
capsule in combat with an Urk disguised asa 
pangalactic gargleblaster (!!) This is a true 
representation of the on-screen graphics. 


ITHS, JOHN MENZIES, 

, GREENS, RUMBELOWS, 
SPECTRUM GROUP, 

COMPUTERS FOR ALL and all other 
good software retailers. 


44444, 







. For 48K 





is available at £6.50 from 


FANTASY SOFTWARE, FALCONBERG LODGE, 27A ST GEORGES ROAD?GHELTENHAM, GEOS GL50 3DT 
despatched by retum first class post together with free membership and current newsletter of the Fantasy Micro Club. 
Trade Enquiries welcome — telephone 0242-58366]. 


Dear Games Computing 
|! had to write and say that | think your 
magazine is great, it is better than any 
other magazines that | buy. 
| especially like the section on War 
games for computers, From Rome to Ram. 
| also must say that your programs ac- 
tually worked when | type them in. |owna 
VIC-20 and | think it’s good to see that you 
had as many programs for the VIC as for 
the Spectrum. Keep it up. 
Yours 
Barry Mayes 


I'm glad to hear that you like Games Com- 
puting Barry and hope you continue to do 
so in the future. Our Wargames series is to 
continue indefinitely, so you have no wor- 
ries about that coming to an end for the 
time-being. 


I GQ) TS 


Dear Editor 
Congratulations for bringing out the best 
computer magazine in the shops today. | 
am thoroughly delighted with it and 
especially like the programs which you 
print for use on our Own computers. 

However, after reading the first two 
issues | was disappointed to see only one 
program for the CBM 64, seeing as this is 
one of the most popular computers, along 
with the Spectrum. So please, more pro- 
grams for the CBM 64. Also in some of the 
programs some of the graphics do not 
come out as clearly as possible, while in 
others they come out superbly. Finally, | 
would like to know whether some of the 
programs suitable for the VIC would run on 
the CBM 64 without any conversions. If 
they are suitable would you please say so 
on page where the program is. 

Once again well done (I can’t wait for 
the next issue). 
Yours Sincerely 
David Buckmaster 
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| will try to answer your queries one by one. 
Firstly we can only print what programs are 
sent in to us, so if there are any budding 
programmers for the CBM 64, or any other 
computer, who have written games for 
their computer why not send them in with 
some accompanying documentation like 
the programs in this magazine. We do pay 
for anything that is published. 

Secondly, some listings are clearer than 
others because some printers are better 
than others. 

Lastly, all VIC programs are compatible 
with CBM 64 programs as long as you ad- 
just the POKE, PEEK, and PRINT 
statements accordingly as the VIC has a 
different size screen layout to the CBM 64 
and the control registers for colour and 
sound are different. We do have a section 
marked Conversion Clues on each pro- 
gram, which should help you overcome 
these problems. 





Dear Sir/Madam 

RE: School of Death. 

Firstly is this prograrn meant to be copied? 
lf so, there are a great number of lines to 
lengthy to be put in the Oric 48K. To quote 
the manual you are not allowed to have 
lines that are longer than 78 characters. 
The manual does not explain how to get 
out of this situation. 

As most of the lengthy lines come 
where the line numbers run consecutively 
it is a mammoth task to renumber and in- 
sert extra lines. 

Your comments and advice would be 
gratefully appreciated by a fed up mum 
and a confused son. 

Yours Sincerely 
Mrs J Darke 


Se 





Itcan be a bit of a problem with the Oric, as 
a lot of our longer programs require you to 
have lines longer than 78 columns. The 
answer is that you can only type in lines up 
to 78 characters long, so by replacing *’?”’ 
for ‘’PRINT’’ you can save four characters. 
This shorthand entry of PRINT is the same 
with all microsoft BASICs. When the pro- 
gram is listed the *’?’’s will be reconverted 
into ‘“PRINT’’s and the line will look as if it’s 
longer than 78 characters. 


Sao 





Dear Games Computing 

Your second magazine is just as good as 
the first congratulations and keep up the 
good work. 

Thank you for mentioning the Mattel In- 
tellivision system, so few magazines do 
since the Colecovision came on the 
market. 

| would like to know why Mattel don't 
make better use of their machine by using 
more cartridge power. Mattel cartridges 
can be up to 64K so games can be equal if 
not better than those by Colecovision. The 
most powerful game | have at the moment 
is a 12K Tron Maze-a-Tron. 

| own a Lucky Keyboard that I got from 
the Silica Shop in Kent. It’s language is 
BASIC, although | don’t know of a BASIC 
that uses commands such as CALL 
SHOW, CALL GRAB for graphics, or CALL 
NOTE, and CALL TONE for sound. The 
booklet supplied is not too explicit and tells 
you to order a book called Step By Step 
Guide To BASIC. This book is not going to 
be released in England. 

Yours Faithfully 
Steven Roberts 


Have you got any opinions to air, has someone somewhere upset you and 
you want to grizzie and gripe? Or maybe you're full of the joys of spring 
and feel like telling a happy uci he 


Whatever you want to say, be it good, ba 


or indifferent drop us a line 


here at Games Computing and get it off your shoulders. 
Send your letters to: 
‘Postman Pat’, Games Computing, 1 Golden Square, London W1. 
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If youre the type of person who takes their computer and video games 
seriously you should be reading Games Computing every month. 


issue which you can play on your own computer. And regular program features 
include exciting adventure games, brain twisting strategy games and super 
sports games. 


| 


Q You’il find a galaxy of games to zap you into the outer realms of space in each 


y 


' 


f 


PLUS: Software Reviews, the latest news from games makers and players, our 
special wargames series and fascinating features. 


DON’T MISS OUR FREE PULL OUT POSTER PROGRAM IN EACH ISSUE. 


AaA\\\ WAY) KI NCE ZZAUXIKAKA I. 
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COMMODORE 64 - SPECTRUM °« BBC « ORIC » DRAGON - TANDY 


IF YOU THINK YOU'VE GOT 
THE BETTER OF YOUR COMPUTER, 
YOU D BETTER THINK AGAIN.... 


» We all enjoy a good action game on our home computers, tig 
S a screen wear alittle thin? T 
3 plenty of action, 


Take on Warma 


CONFRONTATION 

Build-on game that offers a basic format 
for any modern, non-nuclear conflict. 
Contains a modern European scenario 
with facility to create others of your 
choice using air and land forces. 
Two-player game. 

Spectrum 48K £7.95 
BBC-B . £7.95 















RED BARON 

Offers the excitement of arcade action 
but requires the tactical thought of war 
games. Pit your biplane against one or 
two of the Kaiser's aces in this aerial 
combat game. 

Spectrum 48K £5.95 


DREADNOUGHTS 

Suspense-filled high seas drama as the 
pride of the German Grand Fleet is locked 
in battle with the Royal Navy. 
Two-player game. 

Spectrum 48K £5.95 


BATTLEZONE 2000 
Futuristic wargame. 
Your tanks, missile 
launchers, infantry etc. 
have to destroy an all 
powerful computer- 
controlled battle machine. 
Can you save Planet Earth? 
BBC-B £6.95 
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PARAS 

Dramatic all-graphics campaign. 

Your hand-picked force has dropped 
behind enemy lines to capture a strategic 
river crossing. Two versions of the game 
with ten levels of play. 


BBC-B £6.95 
Spectrum 48K £5.95 
Oric 1 48K (coming soon) £6.95 
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JOHNNY REB 

There's still plenty of fight left in the 
Confederate South as each side selects 
forces to manoeuvre on a full-graphics 
battlefield. Play against the computer o 
challenge a friend. 


Spectrum 48K £5.5 
Oric 1 48K £6.9 
BBC-B £6.9 


Dragon 32/Tandy Colour 32K £6.9 
Commodore 64(comingsoon) £69 


Available from John Menzies, Lightning Dealers and better 
software shops or clip the coupon for fast delivery. 
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/ease send me (tick box) 


Confrontation Spectrum 48K £7.95 () 
BBC-B £7.95 () 
Red Baron Spectrum 48K £5.95 () 
Paras BBC-B £6.95 (L) 
C) 

O 


Spectrum 48K £5.95 
Oric 1 48K (coming soon) £6.95 


| enclose a cheque/P.0. for £ 
/ 


Bes 


Please debit my Access No. 


NB 
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Johnny Reb Spectrum 48K £5.50 (1) 
Oric 1 48K £6.95 () 
BBC-B Cj 
Dragon 32/Tandy 
Colour 32K C] 
Commodore 64 (coming soon) £6.95 [_) 
Dreadnoughts Spectrum 48K £5.95 () 
Battlezone 2000 BBC-B £6.95 (] 


Free colour catalogue listing all Lothlorien games (_] 


made payable to M C Lothlorien. 


__ Signed 





JUST AROUND THE CORNER, A NEW 


ZX COMPENDIUM 





BLACK CRYSTAL 


The Classic, six program adventure game for the 48K Spectrum and 16K ZX-81 
computers. No software collection is complete without it. 

“BLACK CRYSTAL is an excellent graphics adventure and a well thought out 
package” (Sinclair User, April ‘83). 

“BLACK CRYSTAL has impressed me by its sheer quantity and generally high 
quality of presentation. | am afraid I have become an addict” (Home Computing 
Weekly, April ‘83). 

SPECTRUM 48K 180K of program in six parts . . . only £7.50 
ZX-81 16K over 100K of program in seven parts . . . only £7.50 
Why pay more for less of an adventure? 





THE ADVENTURES OF ST. BERNARD 


An exciting, fast moving, machine code, arcade game where you guide your 
intrepid St. Bernard through the perils of the icy wastelands to rescue his Mistress 
from the clutches of the abominable snowman. 48K Spectrum £5.95. 
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THE CRYPT 
written by Stephen Renton 


Prepare yourself for the many challenges that shall confront you when you dare 
to enter “THE CRYPT”. 

You will battle with giant scorpions, Hell spawn, Craners, Pos-Negs and if you 
are unlucky enough — the Dark Cyclops in this arcade style adventure. 
Available now for the 48K Spectrum @ £4.95 


HIEROGLYPHICS WUMPUS ADVENTURE 


EAlc 


MOVIE MOGUL HANGMAN 


ZX-81 COMPENDIUM 


Alien Intruder. Wumpus Adventure, Numerology, Hangman, Hieroglyphics, 
Movie Mogul. 

The ideal software package for all 16K ZX-81 owners. Six major programmes on 

fo cassettes for only £6.50. 

“Alien Intruder / Hieroglyphics — Both programs make good use of graphics and 
words to make a very entertaining package.” (Sinclair User, Aug ‘82) 

“ Alien / Hieroglyphics / Wumpus/Movie — A varied mix from Carnell, all featur- 
ing imaginative responses and graphics and all of them good games for all ages 
(Hieroglyphics is particularly good for children).” (Popular Computing Weekly, 
Aug ‘82) 





STARFORCE ONE 


Take on the robot guardians of the central computer in a superbly stylised three 
dimensional battle game. 48K Spectrum £5.95. 
(100% MACHINE CODE ARCADE ACTION) 





THE DEVIL RIDES IN 


I uttered the last incantations as the clock struck thirteen. All fell silent except for 
a faint rustling in the corner. From out of the shadows they came, all Hell's fury 
against me but I was not defenceless until the Angel Of Death, astride a winged 
horse, joined the battle. Avoiding his bolts of hell fire, I took careful aim. My 
chances were slim, but if my luck held . . . 48K Spectrum £5.95, 
(Fast moving, machine code, all action, Arcade game) 
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The BBC Micro can now give your 


children a private education. 


The BBC Microcomputer now accounts for 80% of the 
computers being ordered under the current D.O.1. Primary 
School Scheme. 

It’s also the computer which a rapidly increasing 
number of people are choosing for their homes. 

One of the reasons for its success is that it makes 
learning highly entertaining for everybody. From children 
who are getting to grips with the alphabet. to adults who 
want a gentle but intensive introduction to the complex 
world of computing. 

Now, there’s a substantial new catalogue of educational 
programs specially for the BBC : 
Microcomputer. 

It has been developed by 
Acornsoft. the software division of 
Acorn Computers who manufacture 


the BBC Micro. 


Making faces without getting 
scolded. 

With the new Facemaker 
program, your children can make 
over a million faces. It’s like an identi-kit, allowing them to 
depict anyone they want. They start by choosing the eyes. 
Then they can choose the mouth, the ears, the nose, the 
facial outline and the hairstyle. 

And if they really fancy dressing up. they can add 
earrings and hats. 

In doing all this, they learn to read and spell. as well as 


5 ® . . . 
developing their powers of description. 
















































The money program. two games for the price of one. 

Mr. T. is an engaging little figment of the microchip 
who can teach your children all the complexities of our 
coinage system. 

His Money Box program has two games, each of which 
can be played at different levels. 

In Money Match, the challenge is to collect a set of 
coins, matching them according to shape, size and value. 

In Money Box, you can give your child and Mr. T.a 
helping hand to get all the coins on the screen into the box. 
(It’s always different, because the coins on the screen are 
based on the small change you have to hand.) 


GOOD HOUREXEE 





A chance to teach the Micro a thing or two. 

With the Animal. Vegetable, Mineral program. the 
children can get the computer guessing. 

They think of an object. The BBC Micro has to decide 
what It Is. 

If it doesn't come up with the answer, the children can 
keep giving it hints. 

In doing so, they are encouraged to question the 
difference between such things as crocodiles and alligators, 
or whether oil is vegetable or mineral. 

The program also encourages them to consult refer- 
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INERAL 


History Quiz 
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ence books so that they can ask the computer increasingly 
tough questions. 


Questions on Julius Caesar from J. Julius Norwich. 

John Julius Norwich’s History Quiz is one of the new 
BBC Micro Grandmaster quiz series which also covers 
theatre. crime and detection. music, science fiction and 
royalty. 

On the history front, there are 300 brain-testing 
questions, covering all aspects of British history from Julius 
Caesar to Margaret Thatcher. 

And to increase the educational value. Mr. Norwich has 
posed the questions from angles which will give a broader 
understanding of events. 


For the full catalogue. clip the coupon. 
There are thirtv more new BBC Micro programs in 
Acornsoft’s new catalogue. 
For a free copy. complete the coupon, or telephone 
0933-79300. Or ask your local BBE Micro dealer. 
If youre not yet a BBC Micro owner, you can get full 
details of the computer at the same time. 








Northants NN8 2RL. Please send me the new Acornsoft catalogue 


“At Home With The BBC Microcomputer. 
| would also like details of the BBC Micro 0 (tiek) 
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You have been ona mission taking cargo to Points 

Alpha Centuri when you run into an 

Asteroid Storm. Contained in the asteroid You get a point as the screen scrolls up- 
belt are fuel dumps, flags and dockers, left wards and: 

over from other ships. You must dodge A fuel dump 5 points 

your way through the Asteroid Belt collec- A flag 20 points 

ting the fuel dumps, flags and dockers. A docker 50 points 


Rundown 


To Play 1 Sets Hi-Score to 1250 and 
Use the joystick, right for right, left for — er et ae ten 
left ; down for hyperspace. Ney 

You are the yellow ship at the top of the pe ly aka ocho 
screen. You collect the fuel dumps, flags igo SSNS Seva 
and dockers by ramming them. Sets en Vokante: ed ease 
Graphics x the score to O. 


Sets position of ship into the 
Asteroid: a roundish filled-in thing. middle of the top row. Sets 


Fuel dump: a roundish shape with an “‘F’’ lives to 3 and goes into Hi- 


in it. res mode. 


A flag: it looks like a flag. Clears screen and pokes 
A docker: it looks like two lots of steps border and screen black and 


put back to back. turns off the noise. 
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Delay loop. 

530 Returns to Hi-res mode and 
goes to 19 to continue 
game, 

1000 Returns to normal mode 
Clears screen. Pokes red 
border and black screen and 
turns noise off. 

1010 Prints ‘“‘YOU'RE DEAD”’. 

1020 Prints your score. 

1025 Delay loop. 

1030 lf your score is bigger than 
the Hi-Score, then your 
score becomes the Hi-Score 









































+ 
snes into Hi-res mode and 
ratiirns to start aame. 
Clears sereen and prints in 
RVS on INSTRU TIONS. 
10010 Sets up first part of 
instructions as AS. 

Sets F to 36876 (a sound 


























Pokes up your ship. 
Chooses a random position 
in the bottom half of the 
screen and defines it as C 
Pokes ship to yellow. 
lf a random number (O-1) is = 


19000 
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more than 0.975, , and goes to 1050. me 10011 | 
pokes C as a Flag; thaveree 1040 Go : 2000. bs channel) and turns on e « 
29 to 26. 1050 Prints ‘‘ENTER YOUR volume. | ae 
If it is more than O.7 it pokes NAME". If you have entered Hg 10012 Prints out first te letter, Mie 
23 C as a fuel dump. more than eleveniaa instructions letter by 'e a 
If it is less than 0.05 then it ‘ characters, includingig making machine gun oh 
25 pokes C as a docker. spaces, it asks again. 10015 Sets deka cla aia , 
26-27 Pokes * as a docker. 1060 Goes to 2000. : instructions as A$. ‘o0is| ae 
Sets joystick variables 2000 Clears screen. 10016 Does the same as !U% <-> 
but with second part of 








30 Moves right. 


35 2001-2002 Pokes top and bottom lines 
Hyper space. 


different coloured blocks. instructions. 


















































































Moves left. 2010 The Hi-Scorer’s name with 10017 Prints: BY DOING ve heed 
Checks if you have crashed: his/her score. gets the cursor lo "> 
51 if So, it goes to 500. 2030 Prints ‘‘PRESS FIRE”. beginning of a line. soft = 
Sees if you have rammed ar 2040 Checks if you have pressed 1NN?N Sets final a 
docker; if so, it increases fire; if you have, it goes to 5 heal Slate 10012 but 
52 your score by 50. 2050 Goes to 2040. 10026 Noes same as 
Sees if you have rammed a 5000 Clears screen and pokes with final part. 05150 
fuel dump; if so, it increases border to red and screen to 10040 Delays loop. Goest a 
53 your score by 5. black. . 
See if you have rammed af pam ]001-5002 Does the same as Variables , 
Flag; if so, it increases your 2001-2002. Your ship. r 
55 score by 20. 5010 Prints THE. A Random position in bottom > 
60 Pokes a random note. 5020-5120 Prints ‘FINAL FRONTIER” s half of screen for Asteroid, 
Scrolls screen. Increases in five block high letters 1 ,;e] Dump, Flag or Docker. 
score by one then goes to using the VIC’s RVS on Se Your secre. 
es 20 to start loop again. facilities, at Lives left. 
Pokes a space in A. Gives a 5125 Goes through all screen and UI Hi-Score. 
new location. Pokes your border locations, three times HM Hi-Scorer’s Name. 
Space ship there and goes to to give flashing effect. oe PR RB 
500 20. 5130 Goes to 10000. Aart Ni "  Jayetiek variables. ‘ 
Takes away one of your 5150-5180 Sets up user definable van Lised in instructions. = 
hag Sees if you have none graphics. ‘te Used in setting up Hi-res. 
ed ion Out, then aii aT Used in most for . . . Next 
Returns to normal mode. : i ver | 
Pokes the border green and tHints on Play 
screen black. Shows score ; . nd use] * 
and how many lives you Gator e doen YM cathe. Thel, 






hyperspace as much as possi 


ses up around 2400 bytes. 
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have left. 
Pokes a blowing up noise. 
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1 Hl=1l298 HI S="88VIC- cose" - OOSUBSaGS 
S| POKE 368/78S,15 SL=6 
16 PRINI“JS" PUKE 3687S 5 H=/691 °LI=3 POKESESES, 255 
19 PRINT" 2" PUKE 3687?3.o FPURES6S??. & 
2=@ POKER, 8: C=INTCRNDC 12 #254)94+7933: POKEA+S07 28, 7 
21 IFRNDC1>>. 97S 7HENPOKEC. 4: GoTOZ6 
22 IFRNDC1>>. 7THENPOKEC, 3: GoTOZE 
3 IFRND¢1><. @STHENFOKEC., 5° GOoTOzE 
POKEC, 2 
*6 PH=3°151->POKERR. @:FB=PA+1°>RB=PR+2 
ef M=PEEKCPA) :-POKERB, le? > N=PEEK CPB: PORERB, 255 
SQ IF CNAND1 28>=GTHENA=H+1 'POKER—1. 1 
35 IF CMANDS>=8THENS# 
46 IF CMANDL6>=8)HENH=H-1 POREAS+I1. 1 
56 IFPEEKCA+22)=2 THENS@e 
IFPEEK CA+22)=STHENSC=5C +58 
IFPEEK CA+222=STHENSC=SC+5 
IFPEEK CH+22)-4 THENSL =S5L +28 
9) PURESSS7E. INT RNEV ice eseries 
bY PRINT Stl=St+1 ol] USH 
S46 PURER, 1° A=LNI CORNED Lote 2 04+7885° POKER, 6: GOTOSS 
2486 LI=LI-1° IFLI =} HEN) bee 
“H5 FUKE 56569. 4 
218 PUKE 3689.13 PRIMI“ INARIRRIeleeetS CORE" SC"LIVES"LI 
215 PUKE3S6S 7.228 
Se FURTH=1TULeee- HEXT 
S36 POKESSS63. 255: GOTO19S 
1666 POKES6S69. 248° PRINTS)": POKESES?S. 18: POKESSea76, 6 
1616 PRINT"YOU’RE DERD" 
18280 PRINT" SCORE"SC 
1625 FURT=H1 128 NES 
1836 IFSCOHITHENHI=sc GUIO1eaS68 
1846 GOTOLaae 
1656 FRINT" M8BENTER TUUR HAMNE” > INFUTHI#: IFLEH HI#>>117HENI6S& 
186 GOTOSawH 
“Bee PRIN“ 2" 




























SHS POKER SS8e4eih. CWHNUY) HESTOLM 
ce “BiB PRINI"Seemil CHIE HI 

Ree SE PRIN | SIMRIRISIlasinelee@ i rE ss FIRE" 

2 “Hel LFREER. SP i sle=S4)]HeENMS 

“856 GOTUSHSH 

42866 PRINT" PORESeS 29. 14 
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“HLM FELNM I SER RO RRR) + 

“Hou FRind |“ ate" 

FRINM | Sem mS CANES, Fl cs. Fae 

PRINT 'Semmin pa | Ew * 

PRINT" SRRRRIN | | 2 

PRINT" SRRRBIN BR] | i | pie 

PRINT’ SReee@in pel |) @ Sy | A | : 

FeIW I] ete" 

Proaml" & a. ios | Lj Vii He 

PReitd! J Bb mh) | ioei | om 

PRINT" Je | imi | i | " 

FRINT' JS sl omE AE i ie) | oe 

PRINT" mt Ml | | AS BE BE | ipe 

PRINT" epee Reiey WHEL I" 

FORT=1103 FURS=H)ueSS FORESEES PS. 5:HEXTS.7T > POKES6S?S. 

AS1 SHY GU Uliene 

gio FURTSOTOSi1 - PURE boot). PREF CS2763+T? S HEXT 

Mclow FURI-PibsTursl> FERDH PUREL. AS HEAT 





















S196 POKESAS69. 255 : RETURN 
18600 PRINT" )ast+++++ INS TRUCTIONS+++4++" 


: = 1411 Feszb6h’nR PURE Abe eR. 15 
M612 FURI=1IULENM Snes PUR DSSoS/OLSSSTEF-€ 
9; > NEAT I 

iB6H1o HS= Fok BOM POINTS" 


25° NEXTT 
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2861 FORWWHBTOS1 PURE Ch Be+i. 1Ee PORES 1 64+0W. lee: PORESEe4aa+an, 


S3H61 FORGW=8TO021 POKEPESH+oW. LEG: FORESLA4+0N. 166° PORESS4aa+0y. 


S178 DHIRe, 126.195.2159. 126,68. 24,6,8,6,8.6.8,6.80.48 
186 DATHEe,. 126, 126,255,255. 126,.126.660,66,66, 36.145,155.82,.66. 66 
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= POKEF,.G:HEXTG: POKEF, 
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There for the taking this month are twenty 
copies of Melbourne House’s HURG pro- 
gram. 

HURG stands for High resolution User 
friendly Realtime Games designer. As its 
name suggests HURG allows ZX Spec- 
trum users to design and program his or 
her own high speed machine code games 
without any knowledge of machine code. 

The program is menu driven and allows 
the user to devise his own game by 
answering simple questions about the 
nature of his game. The game can then be 
saved to tape and reloaded as an indepen- 
dent program using HURG for driver soft- 
ware. 

There are three arcade programs includ- 
ed to demonstrate the use of HURG and to 
give the user insight into the techniques 
used. You do not simply redefine the 
graphics on well worn games as with other 
games designer programs but start from 
scratch using your own ideas. 

HURG was developed by Melbourne 
House from the development system that 
they have used to program their best sell- 
ing games for the Spectrum and other 
computers. 

HURG is not yet on the market so that 
the lucky winners of our competition will 
be among the first people to get this amaz- 
ingly advanced games programming aid. 

Melbourne House first started in 1977 
as a book publishing company. In 1980, 
however, Alfred Milgram Managing direc- 
tor of Melbourne House saw the 
possibilities of computer books and conse- 
quently 30 Programs for your ZX8O was 
published. It became a best selling com- 
puter book and Melbourne House have 
never looked back, producing books on all 
subjects for a majority of micros on the 
market. 

Early 1982 saw their debut into the 
software business. Since then Melbourne 
House have never been out of the software 
charts with a string of best selling games to 
their credit, like the Horace series, Terror 
Daktil, and many others including one of 
the most advanced adventure games ever 
written, The Hobbit, which is now 
available for the BBC Micro, Commodore 
64, Oric 1, as well as the original Spectrum 
version. 

Melbourne House will soon extend their 
range of games to cover the Dragon, 
VIC-20, and the Electron. The range of 
books caters for these machines already 
and covers every aspect of computing. 


How to Win Your 
Designer Program 


Printed on this page is a wordsquare and a 
list of games by Melbourne House. All you 
have to dois to find the list of words in the 
square and ring them. The words can go 
from left, right, up, down, backwards, for- 
wards or diagonaly. Where a program 
name has more than one word the words 
that make up the program name will be 
connected but not necessarily in se- 
quence. 


32 


When you have found all the letters you 
will find there are some letters left over. 
These will make up 10 words and some 
letters. Put these on the back of the 
envelope that your entry coupon is in. The 
words read from left to right and top to bot- 
tom. All the words should be ringed on the 
coupon. 
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Hobbit 
Terror Dactil 
Penitrator 

Classic Adventure 
Cosmonaut 
H.U.R.G 

Horace Goes Skiing 


Horace And The Spiders 









Competition Rules 


readers of Games Computing, except 
employees of Argus Specialist Publica- 
tions Ltd, their printers and distributors, 
employees of Melbourne House or anyone 
connected with them. 

2. As long as the correct coupon is used 
for each entry there is no limit to the 
number of entries per person, photocopies 
willnotbe accepted. 








1. This competition is open to all UK- 









. All entries must be postmarked before 
April 30, 1984. : 
4. The prizes will be awarded to the first 
20 correct entries picked out of the bag. 
5. No correspondence will be entered into 
with regard to the results and it is a condi- 
tion of entry that the editor’s decision is 
final. : 

6. The winners will be notified by post and 
the results will be published in a future 
issue of Games Computing. 


——-----------—----—------------1 


| Competition Coupon 


Address to: MELBOURNE HOUSE/GAMES COMPUTING COMPETITION 
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THE FIRST STEP TO TOTAL ADDICTION 


ceMe4 SAAS eorTUARE 


from 


CHANNEL 8 SOFTWARE LTD. 51 FISHERGATE PRESTON LANCASHIRE PRI 8BH 
TELEPHONE (0772) 53057 











FOR (HE 
commodore 


If you've got a 1541, you don't want to spend ages 
waiting for cassette games to load. Freed from the 
restraints of loading times, Audiogenic Disk Games 
can give you typically around 30K of machine code! 
More code means better games, better graphics and 
sound, more variation, and those little extra touches 
that you will come to expect from a game. 

Here are our first great releases! 
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AZTEC CHALLENGE 


A challenge on an epic scale! Aztec Challenge 
takes you on a journey to Mexico and the ancient 
pyramid of Tenochtitlan. The ancient Aztec gods 
and their devotees have ensured that no ordinary 
human can learn the secrets of the temple and live 
to tell the tale. The pyramid is protected by all 
manner of treacherous traps and hidden perils - an epic test of your courage 
and cunning. Aztec Challenge features no less than seven totally different 
screens - here are just three of them - each of which presents a brand new 
challenge. We hope your joystick can stand up to it! 





. DISK GAMES £12.95 
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“THESE FUN-PACKED PROGRAMS ARE 
ALSO AVAILABLE ON CASSETTE - £8.95 


OTHER PROGRAMS, CLIP AND RETURN COUPON 





Fiying Feathers 


> In this highly original game you are the gamekeeper 


en 


a = on the lake trying to stop greedy eagles taking all 
\ : ‘ | aa" the fish. Two different methods with 4 skill levels 
KAS , é each are available for your shot gun. Specially 
% i g scored music with freeze frame ability, and for the 
ae %S technically minded 10 sprites (yes, that’s right, 


there are only 8 on the 64). 
ieee, re High scores kept. 
& = = All machine code. 











Bumping Buggies 


gn, RR Riser: 
Thrills and spills is what you'll get in this highly __ f: 
addictive motor racing game. You'll be driving 
over some pretty hazardous terrain having to cope 
with lakes, islands, rock formations and, not least, 
other cars which are intent on making you crash. 
Luckily you can vary your speed and line and you 
have one ace up your sleeve — when you maintain 
a sufficient speed you can jump over obstacles to 
help you out of trouble. The track gets progressively 
more difficult with 20 different patterns and 
you have to cope with driving conditions 
in the four seasons of the year. 
Like most bubble bus classics, Bumping Buggies 
has its own specially scored music and is in 
machine code. 


bubble bus 
software 





KKK KKK KK Kk KK 


We’re looking for top quality 
programs for Spectrum, 
BBC, Dragon and all makes 


magical products of popular micro’s — send 
yours in today for a speedy 
for your evaluation. 
Commodore kK KK kk kk kk kk 


For details of our complete range of products 
for entertainment, home and business 
send a stamped, addressed envelope. 


i) re) If you have any trouble buying our products, 
— you may order direct from: bubble bus products are available from: 
LIGHTNING and SPECTRUM DEALERS, LASKY’S, GREENS, SELECTED 


bubble bus software My SHOPS, Nei MENZIES. Sag WORKSHOPS, CENTRESOFT 
87 High Street, Tonbridge . : 
Kent TNS 1RX Tel: 0732 355962 















ROAD RUNNER 


Runs on: BBC B 
Made by: Superior Software 
Price: £7.95 


As with all Superior Software programs 
there is no explanation of the nature of the 
game. Knowing nothing about Road Run- 
ner | was a little apprehensive. | need not 
have worried as the game is brilliant. 

You control a red racing car and must 
drive around a maze. Of course you have a 
task. You must drive over 10 checkpoint 
flags before you are given a renewed 
maze. There are two kinds of obstacle. 
Firstly three green racing cars which are 
hell bent on your destruction which they 
achieve by colliding — with you! Secondly 
boulders which fortunately remain sta- 
tionary. 

Your defence against the green cars is 
either out-manoeuvering or emitting 
smoke which sends them into an uncon- 
trollable spin. The only defence against the 
boulders is one of non-contact! 

The graphics are superb — they are both 
colourful and smooth, and the sound is 
fairly good. One feature that | liked was the 
short rag-time burst of music at the start of 
each game. The control keys are easily 
mastered and there is a joystick option. All 
in all, the game is of a very high standard 
and represents very good value for money. 


GAMES COMPUTING APRIL 1984 


"OR ATARy 


of Jack, with flashing eyes and darting 
tounge (but why just a head). 

My overall opinion is good, but not to 
the usual standards of English Software, it 
soon became boring and the poor sounds 
were annoying. 

There was a bug on the first loading 
which no matter how many times | tried | 
could not repeat, it was that by holding the 
joystick fully left and pressing start, Jack 
jumped of the ladder but did not fall. There 
by avoiding all hazards. 

This did give a chance to let the game 
run on and seemed to reach a maximum 
speed but the format never changed in the 
3000 metres that | sat through. 

Not a game | would recommend. 


HUNCHBACK 


Runs on: BBC B 
Made by: Superior Software 
Price: £7.95 


Having heard alot about the game | was 
eager to get started. When | first tried it | 
was amazed how difficult it was. The idea 
is that you, Hunchy, run along the bat- 
tlements of a castle and attempt to rescue 
Esmerelda. The obstacles, — but of 
course, include cannon balls, arrows and 
anti-social guards. 

The keys are simple to learn: left, right 
and jump, and there is a joystick option 
which would improve the game. The 
graphics are excellent, especially the way 
Hunchy jumps and the guards raise and 
lower their deadly spears. Sound is not 
very well used, but is adequate. 

| think the game is very testing addition 
to the most complete collection and is well 
worth the money, once you have a few 
hours of practice under your belt. 


HOME COMPUTERS 


STEEPLE JACK 


Runs on: Atari + Joystick 
Made by: English Software 
Price: £9.95 























The first thing you notice is the front cover © 
is ascreen shot not a misleading artists im- | 
pression. 

You are supposed to be a boy (name of 
Jack) having a dream about climbing a 
chimney, by using the joystick and fire but- 
ton, to climb ladders on a never-ending 
chimney which has random gaps. These 
gaps must be avoided or you fall off. 

Easy? Well yes, but there are other 
hazards, pac-man like ghosts and multi- 
coloured falling elephants whose 
resemblance is more like that of a single 
bed. 

The general response of the joystick is 
good, once you get into the fact flow of the 
game. Skill levels are O-4 inclusive. The 
superb sound effects that are available on 
the Atari, have not been used to full effect. 
The scrolling effect of the graphics on the | , 
chimney and ladders are smooth and con- _-” i 
sistant | especially liked that animated face af | 
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SOFTWARE 


CRAZY PAINTER 


Runs on: BBC B 
Made by: Superior Software 
Price: £7.95 


This is a game whose type has a proven 
pedigree involving the painting in of boxes 
ona grid whilst running the gauntlet. In this 
one the gauntlet can be anything from 
spear carrying natives to cannibalistic ted- 
dy bears. 

Deviations in this version include making 
the assassins jump then running past them 
and role playing on the part of the painter 


from a normal paint roller to an abnormal 
gorilla. Points are awarded for consuming 
articles along the way and | assume for 
completing all four sides of a box on later 
screens. | have to assume because | could 
not stay alive long enough to discover 
what | was supposed to do on these later 
screens and the instructions gave little 
help. 

With joystick or keyboard use, good 
quality graphics and with perseverance 
this game may well grow on you but on me 
I'm afraid it died. 

| find difficulty in loading Superior Soft- 
ware — despite four different recorders 
the loading of this and others tend to make 
them adventure games before | begin. 


Hitt: 


Veeitippore, 4 
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FAIRGROUND 


Runs on: BBC B 
Made by: Superior Software 
Price: £7.95 


| found this to be a well thought out game 
of its type. The scenario is arifle range with 
a wide variety of objects passing in front of 
your gun and barely sufficient ammunition 
with which to hit them. Extra bullets can be 
earned by shooting the appropriately 
numbered boxes as they appear. 

Bonus points are earned for shooting 
groups of letters in sequence within a time 
limit in addition to normal hits. Interest in 
the game is furthered by the inclusion of 
the infamous ‘Smiley’ who traverses the 
rear shelves only to periodically descend 
and steal bullets if not shot. 

A second screen shows a man attemp- 
ting to reach the side boundaries, when 
shot he runs the other way until shot again, 
continuing until his speed defeats and you 
return to the fair. 

Strangely addictive with good sound ef- 
fects and graphics and with easy key 
operation this game should keep a room in 
silence — providing the option of removing 
the background music is excercised with 
the first bullet. Incorporating a ‘hold’ facili- 
ty and a hall of fame this game grows on 
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SKRAMBLE 


Runs on: VIC-20 + 16K Joystick 
Made by: Anirog 
Price: £7.95 


An expanded screen with double height 
characters making up a colourful title page 
showing all the aliens and fuel dumps. The 
game is very playable and makes good use 
of multicolour graphics, although this 
makes the display a little chunky. The 
gaine is the besi replica of the arcade game 
that | have ever seen. There are six sectors 
through which you have to guide your 
rocket ship without the chance to turn 
around or back out of your mission. 

The sectors include rocket attack, 
cavern, fire balls, city, maze, and finally the 
nerve centre of the defence that you have 
to destroy before you run out of fuel. 
Joystick only, on cassette, and needs 16K 
expansion. 














PACMANIA 


Runs on: VIC-20 + 3K 
Made by: Mr Chip Software 
Price: £5.50 


No prizes for guessing what game this is 
like. Well, why buy this one when there are 
plenty of others on the market? 

The answer is simple: it has twelve 
levels to suit everyone from the complete 
beginner to the experienced player. The 
fact that you cannot use a joystick is 
cancelled out by a nice little feature that 
allows you to choose your own key com- 
bination. 
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It has a difficulty level, speed variation 
and maze size all of three different ranges, 
visible or invisible maze walls and a choice 
of still or moving power pills. 

The game itself is good with the ghosts 
becoming more intelligent the higher up 
the difficulty and speed levels you go. The 
maze is very good with dead ends and no 
warp tunnels. The walls themselves are 
very thin tubes which give a very clear 
display. 

At the end of the games there is a ten 
place Hall of Fame which includes the 
choices of difficulty, speed etc which you 
made at the beginning. 

| had no trouble with loading, so the only 
fault | can find is that when you are 
playing, the score is not particularly clear. 
The game is reasonably priced at £5.50 
and all in all is probably the best ‘‘Pacman’’ 
style game for the VIC. 


PRETAN 


NIC20 


3K EXPANDED 





BITMANIA 


Runs on: Commodore 64 
Made by: Virgin Games 
Price: £6.95 


When the 64 was new and software was 
scarce this game might have been 
welcomed. Time has however moved on 
and we have come to expect programs 
that use the excellent sound and graphic 
facilities of the machine to the full. This of- 
fering fails to make the grade. 

The scenario has you trapped inside the 
memory of the 64 where you must evade 
or destroy the constant stream of bits hurl- 
ed at you by the CPU. The bits are simply a 
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variety of user defined characters with lit- 
tle original or exciting while sprite graphics 


“| are used only to provide a moving 


background. Little use is made either of the 
sound facilities and indeed perhaps the 
most impressive part of the program is the 
use of graphics and music on the title 
pages. 

Altogether we really have a right to ex- 
pect better and with better available this 
program is unlikely to find a place in many 
collections. 


KWAZY KWAKS 


Runs on: VIC-20 
Made by: Mr Chip Software 
Price: £5.50 


Kwazy Kwaks is a brilliant replica of the ar- 
cade game ‘Carnival’. Another great game 
by S Southern of Mr Chip. 

Shoot the ducks and rabbits to gain 
points, and numbers to gain bullets. But 
watch out for those low flying ducks who 
eat up your bullets, the faster you shoot 
the targets with fewer bullets the more 
points that you get. 

The concise instructions make this 
game easy to follow. This game is easy to 
use on joystick as well as keyboard control, 
with left, right, and fire movements. The 
characters on screen are double height, the 
screen is expanded and hi-resolution. Ihe 
graphics are easy to follow, so the screen is 
uncluttered and readable. 

The carnival music can be turned off by 
pressing the shift-lock key which is useful 
if you get annoyed with it. | 

A certain must for all VIC owners. 
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SOFTWARE 


NOC A BLOC 


Runs on: BBC B 
Made by: Vigin Games 
Price: £7.95 


Whilst not being totally alone in nature this 
game offers features which make its play- 
ing enjoyable if not compelling. 

The program loads well and opens with 
sensibly laid out and uncomplicated in- 
structions; these include the offer of 
joystick option which | preferred. Within 
the playing area are found blocks around 
which you, as a red bird, are pursued by 
aliens called ‘spods’. The blocks when 
pushed by you either move or crumble, 
when moved any unfortunate spot in their 
way is crushed. 

Spods can be temporarily immobilised 
following their contact with the outer 
boundaries after suitable energising by 
you, they can then be trampled on and 
eliminated. Bonuses are awarded 
throughout the mult-screen format of the 
game for time lapsed and for the lining up 
of suitably marked blocks in a manner 
prescribed. 

Given the confines of my progression | 
did not find later screens relatively more 
difficult neither could | rate the graphics 
more than above average in quality. 

Although only ‘high score’ was il- 
lustrated the aim of the game being to kill 
spods and accrue points still had me rein- 
carnating and coming back for more. 
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CHESS 


Runs on: BBC B 
Made by: Computer Concepts 
Price: £8.95 


Computer Concept’s latest version of their 
chess program would satisfy both novice 
and master alike. 

The instruction booklet provided gives 
thorough but concise explanation to the 
superb flexibility and detail offered. Not on- 
ly is it possible to select board and piece 
colour, level of play, and duration you can 
even consult the computer as to the wisest 


move you can make yet force it to think 


again over a move that it may wish to 
make. An action replay of the game can be 
summoned or you Can retrogress move by 
move thereby enabling complete analysis 
of your situation; this is still furthered by 
the Save to tape or disc facility upon com- 
pletion. 

From the high resolution graphics 
through the total control of skill and level to 
the technicalities of en passant and castle- 
ing this programme is complete. 

It is advertised as being ‘quite simply the 
best chess game available’ — | for one 
wouldn’t doubt it. 


WIDOWS REVENGE 


Runs on: Commodore 64 
Made by: Bubble Bus 
Price: £6.99 


Billed as the sequel to Exterminator from 
the same company, this is a further varia- 
tion of the Centipede theme. 

The main difference on this occasion is 
that the warrior ants, which appear to have 
ousted the centipedes, can actually shoot 
back. Pest control definitely becomes a 
more dangerous task. 

All the same this lacks some of the 
refinements of the original. The graphics 
are slightly cruder in design and the motion 
is less smooth. Thereis a two player option 
but there is no pause facility and no 
keyboard alternative to the joystick 
although as the joystick is used in part 1, 
the control, back arrow, 1, 2 and fire keys 
will operate albeit awkwardly. 

Sound too is less impressive so that the 
option of turning it off would have been 
welcome but this too has disappeared in 
the changeover from Exterminator. 

All in all this program suffers from the 
Rocky, Jaws and Superman syndrome — 
sequels do not always stand comparison 
with the original. Still | suppose it’s only fair 
that the insect life of the garden should 
have a chance to strike back! 
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REVENGE OF THE 
MUTANT CAMELS 


Runs on: Commodore 64 
Made by: Lilamasoft 
Price: £7.50 


Life for anyone writing commercial pro- 
grams for the Commodore 64 used to be 
fairly easy. The vast majority of stuff being 
poorly put together sprite and sound pro- 
grams or simple re-writes of VIC or PET 
stuff, with a few exceptional programs 
such as Virgin’s Falcon Patrol standing out 
from the crowd or being exorbitantly ex- 
pensive American software. 

Now at last some British software is 
becoming available to show that the 64 is 
a wonderful machine. Perhaps the best 
program around is Revenge of the Mutant 
Camels by Jeff Minter. | was never a great 
fan of Attack of the Mutant Camels but 
this program is vastly superior. A friend 
described it as a cross between Manic 
Miner and Planetoids, however it has much 
more in common with the former than the 
latter. 

You control a Star Wars AT-AT like 
camel capable of jumping great heights 
and telephone boxes, spitting laser bolts, 
and being protected by a neutronium 
shield. A thread of wry wit runs through 
the topics for the 42 sheets. From the ob- 
vious to the subtle, careful with that 
Eugene, no doubt a side swipe at Eugene 
Evans of Imagine, protrayed as he is in 
Manic Miner as well as being the name of 
the Pink Floyd track. Some of the sheets 
are very funny. Inkey, Blinkey, and Thud! 
has you battling against ghosts and 
pacmen. 
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Manic Minter has you avoiding dozens 
of camels being sheperded by Minter 
himself. Telecoms cumupance has you do- 
ing battle with telephones, telephone 
boxes, and 10 pence pieces, all of which 
are very nasty to touch. 

The program is something of a soapbox 
for Minter. It starts with extensive and very 
funny credits of everyone including his dog 
and plays a great tune. The game shows 
that camels and llamas are ‘llovely’, you 
should be especially careful of all British 
Telecom property, and that ‘‘no cruise is 
good news” a CND vein that runs through 
a lot of the screens. 

Llamasoft claim that it should take about 
three months of practice to get through all 
42 screens, after which it just gets harder. 

The program is recorded on both sides of 
the tape, once in normal format and once in 
TURBO format. This allows the 40K pro- 
gram to load in 1% minutes instead of the 
18 it takes normally. | tried this with the old 
style C2N and a variety of adaptors which 
allow ‘‘normal’’ cassette recorders with 
the 64 and found the TURBO unreliable. 
However on the new style C2N it worked 
perfectly and the slow copy was usually all 
right with everything else. At £7.50 it is 
exceptionally cheap and | cannot think of 
anything | would recommend more 
wholeheartedly to a 64 owner. Buy it and 
prepare to stand by your beast. 


STAR DEFENCE 


Runs on: VIC-20 + 16K + Joystick 
Made by: Anirog 
Price: £7.95 


A colourful title page exposing aliens, such 
as mutants and space ships. A fairly good 
copy of the arcade game ‘Defender’ witha 
few extras thrown in. You have the con- 


ventional ‘smart’ bomb to destroy 
everything on the screen, and hyperspace 
to transport you to another quadrant. The 
extras include a star gate to transport you 
to where a lander has just adbucted a 
humanoid. Inviso gives you five seconds of 
invisibility and immortality for each life. 

lf you have four rescued humanoids 
under your ship you can fly into the star 
gate and be transported over three attack 
waves. You can play with one to four 
players and there are two speed levels. The 
game can be paused and restarted at any 
time. Joystick only, needs 16K expansion, 
cassette. 


EXTERMINATOR 


Runs on: Commodore 64 
Made by: Bubble Bus 
Price: £6.99 





This is yet another variation on the Cen- 
tipede theme but to be fair it is probably 
one of the better versions with some novel 
features. 

Much of its interest lies in the good use 
of the graphics and sound. There is a well 
drawn eagle with a fascinating wing mo- 
tion and a cry which sounds more like a 
seagull than a bird of prey. There’s also a 
spider realistic enough to send a few 
shivers down sensitive spines. 

Play can be controlled from the 
keyboard but a joystick is definitely 
preferable. Up to nine players can be 
selected using the numeric keys and other 
useful features are a pause key and the 
ability to turn the sound off if it should get a 
bit wearing. 

Easy to start with, the level of difficulty 
soon builds up though further scoring 
possibilities are added by the appearance 
of a scorpion which scuttles menacingly 
across the screen. 

Just enough then to lift it above the 
competition and make it a worthwhile buy. 












EXPLORING 
eee ON THE 


Made by: Duckworth 

Runs on: VIC 20 + 16K and 32K 
Expansion 

Price: £6.95 


Three Adventures on one tape are 

included in this exciting package from 

Duckworth. For the first two, 16K RAM 

: gi callie and for the final adventure, 
2K. 

Castlemaze Adventure has you 
exploring an old castle, with rooms, 
corridors, mazes, black knights, 
spiders, pirates, and sourcerers. 

Tunnel Adventure places you deep 
underground in magical caves filled 
with poisonous snakes and fierce 
animals. 

Underground Adventure traps you 
inside a vast cavern searching for the 
key to release you. The format of these 
three games is standard, with first a 
description of your location being dis- 
played. This is followed by a list of 
items visible and a list of exits. 

Move around these mind-mazes by 
typing in two-word commands. There 
is no guarantee that your intentions 
will be understood, but the computer 
has been programmed with a fairly 
wide vocabulary. You may pick up and 
carry various items that you find, to use 
later during the game. 

All three adventures are well written 
and challenging, with, as is customary 
in Adventures, the Help routine being 
sufficiently cryptic not to make the 
game too easy (What DID Hansel and 
Gretel do?). 

Time unfortunately, has not yet per- 
mitted me to solve the Adventures, so 
if you find difficulty in completing 
them, a book by Peter Gerrard (the 
author of the programs) is available 
from Duckworth at £6.95 listing the 
three programs, together with tips on 
how to write your own Adventures. 


BYTE 


Made by: Cases Computer 
Simulations 

Runs on: 48K Spectrum 
Price: £5.00 


Much of the commercial software 
available loads a screen file before the 
main file to give the user something 


pretty to look at while cursing himself 
for choosing such a slow cassette 
based system and wondering if he can 
afford the micro-drive next month. So, 
why does Byte load the picture as the 
very last file after waiting five minutes 
faced with a blank screen? 

After you select one of the seven skill 
levels you are offered the opportunity 
to purchase a computer system. Being 
a faithful Spectrum user | chose the 
Sinclair machine and proceeded to 
spend the rest of my alloted cash on 
various peripherals. the section of the 
game is very tedious and poorly error 
trapped. The computer goes on to 
draw a picture of a grave stone with the 
caption ‘just kidding’. All very nice, but 
when you have to wait a minute it is a 
bit pointless. 

The game entails exploring the sys- 
tem (memories of TRON?) and buying 
various bits and pieces. These include 
teletext modules and estimating cir- 
cuits. Each keystroke is followed by 
about seven seconds of noise (the 
inlay says music), making entry 
extremely tedious. You are also treated 
to such insults as “you moron’. 

The whole game involves moving 
up, down, left, right, forward, and back- 
ward — does this really justify the ‘true 
3D adventure’ boast? nacn are mon- 
sters to do battle with and other tasks. 
The game is written in BASIC and is 
consequently very slow and it jumped 
my system more than once. 


FROGLET — 
BATTLESHIPS 


Made by: Timeless Software 
Runs on: Ti 99/4A with 
Extended Basic 

Price: £4.95 


This tape contains two programs — 
Froglet, a version of Frogger, and that 
well known favourite, Battleships. 

In Froglet, using either keyboard or 
joystick, you must race against time to 
safely cross road and river to each of 
your four frog homes and so obtain a 
high score. You have traffic to avoid, of 
course, and the river must be jumped 
across using the floating logs, lily pads 
and turtles. When near to a home an 
unfriendly occupant may appar, in 
which case a safer place to land must 
be found. You have three lives in every 
game, but as each screen is completed 
the next becomes more difficult. 

In Battleships one player competes 
against the computer, the winner being 
the first to locate and destroy the 
other's fleet. There is a choice of three 


skill levels, each of which controls how 


intelligently the computer’s guesses 

are made. The screen displays two 10 
xX 10 grids — one to record your 
guesses, the other to show the deploy- 
ment of your fleet and each guess 
made by the computer. The only 
instructions provided are those on 
screen. Unfortunately, they appear so 
fleetingly that about three RUNs are 
necessary to read them all properly. 
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PROGRAM 
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Do You Want Fame and Fortune? 


Does brilliance reside in your RAM? Do your friends gasp at your - 
own programs with envy in their eyes? Would you like to see your ° 
name in Games Computing! 

If you have written a program to take the software world by 
storm and want to show your fellow readers just what you can do 
on a keyboard, cut out or photocopy the form below and send it to 
the Editor, Games Computing, (clearly marked PROGRAM SUB- 
MISSIONS) at 145 Charing Cross Road, London WC2H OEE (until 
16 December 1983) and after that to 1 Golden Square, London W1. 

Please send with your tape recording of the program a thorough 
explanation of the game, a line by line listing of how the program 
works along with a list of relevant variables etc. Also include any 
clues which you can think of to help owners of other computers 
other: than the one which the program was written for, convert it 
for use on their computer. 

We will look at games programs on tape for all the popular home 
micros and disc versions for the Commodore machines, Atari and 
BBC (40 track and Hitachi format). Whenever possible use CHR$ 
rather than command codes and please avoid making programs 
autorun. If you can let us have a printout of the program it helps 
and the same goes for screen dumps. 


P.S. They'll be paid for too! 


* PLEASE COMPLETE IN BLOCK CAPITALS 


Your Name | Age 





Program Name 


Computer/memory size it runs on 





Amount of memory program occupies 


Other computers/ memory size which your program 
runs on 


Does your game need joysticks? Yes No 


Have you sent your game to another magazine Yes No 
ls it original/or a variation on a theme? 


Your Address 


Telephone Number 
Times to contact you 


| 
! 
| 
| 
[ 
[ 
| 
| 
i 
| 
| 
| | 
Any known bugs? If so, what are they? 
I 
i 
[ 
( 
| 
| 
| 
| 
| 
| 
[ 
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One of the hottest games systems now on 
the market is being given away by its 
maker CBS in a quick and easy competition 
requiring just a little games know-how. 

The Colecovision system is a relative 
newcomer to the video games scene but 
since it was launched last year both the 
system and its games catridges have gain- 
ed a very strong and dedicated following. 

What seems to be the system’s 
strengths are its great graphics which 
closely rival those achieved by Atari, the 
market leader in this field, and CBS‘s policy 
of only producing games for the system 
which are bone fide versions of arcade 
games under licence. To do this they 
always buy the rights of the original arcade 
that they want to reproduce. Of course, 
this is the correct way to go about soft- 
ware reproduction and means that games 
players will ultimately have much better 
games to play. 
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Loads of Software 


So far CBS produce Atari compatible car- 
tridges (only released at the end of 1983) 
or great games like Carnival, Donkey Kong, 
Gorf, Mouse Trap, Venture, and Smurf 
with the very popular Zaxxon game soon 
to be available for the machine too. These 
are just some of the 26 games currently 
available for the Colecovision itself. 

Versions are also on sale to run on the 
Mattel Intellivision system including 
Donkey Kong (and Donkey Kong Junior), 
Carnival, Mouse Trap, and Adventure. 

The very latest release for the Colecovi- 
sion is a version of Time Pilot which all at 
CBS are ‘very excited’ about. With a bit of 
luck this brand new game should hit shop 
shelves during January. 


Plenty Of Prizes 


Not only has CBS Colecovision kindly 
agreed to give away a Colecovision, also 
up for grabs is the newly launched Atari 
adaptor. This great little device will enable 
you to use Atari compatible cartridges with 
your Colecovision console. Just imagine 





what a boost that will be to your games 
library! In addition to all the games 
specifically for the Colecovision you'll also 
have all the great arcade games which 
Atari has brought out over the years. And 
on top of all that is an extra prize consisiting 
of a range of Atari games cartridges from 
Colecovision for you to use with the com- 
plete system. 


How To Collect Your 
Colecovision 


You'll see printed on this page pictures of 
frames from best selling Colecovision 
games. All you have to do is put on your 
thinking cap and name the game frames. 
Study the picture carefully and see if you 
can recognise the characters in the screen 
shot. It’s not too difficult because the pic- 
tures are in colour so everything should be 
easy to distinguish. 

Don't be alarmed if you think you can 
only name the game if you already have a 
Colecovision system. You can’t. All you 
must do is use your imagination and find 
out about the games from catalogues, 
advertisements or look in your local video 
games store and see if they have got any 
Colecovision games in stock. But make 
sure you don’t keep pestering them with 
constant requests to see what Colecovi- 
sion stuff they have in stock. We wouldn‘t 
want to upset them after all. 


So, now you know what to do it’s all 
down to you. Remember to read the com- 
petition rules very carefully too before sen- 
ding in your entry. If it is not properly ad- 
dressed it may not reach us and you 
wouldn't want to jeopardise your chance 
of winning this competition, would you? 
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mopetition Rules employees of Argus Specialist Publica- 2. As long as the correct coupon is used 
Co pe tio tions Ltd, their printers and distributors, for each entry there is no limit to the 
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ASP SOFTWARE 


A MEMBER OF THE ARGUS PRESS SOFTWARE GROUP 


A STEP BEYOND THE ARCADE... 


ee ee / ae eee et fee te etl, es, 
Demon Knight - The Valley Strategy 1—Invasion - Strategy 2 — Bismark 
White Barrows * Detective |- Cells & Serpents - Stockmarket 
Conquering Everest - Cloneit/Renumber - Gallery of Death - Planetfall 


FOR MOST POPULAR MICROS 


HORNSBY 





AS 





ASP SOFTWARE 








Now available from: 


Amersham Computers 
18 Woodside Road 
Amersham 

Bucks 


Computer Plus 
2 Church Lane 
Banbury 

Oxon 


Godfreys 

30 East Walk 
Basildon 
Essex 


Basingstoke Computer Centre 
5 New Market Square 
Basingstoke 

Hants 


Sherwoods 
11-13 Gt Western Arcade 
Birmingham B2 SHU 


Software Shop 
78 Hurst Street 
Birmingham B5 4SD 


Micro North 

7 Broad Street 
Bury 

Lancs 


KP Camera & Computer Shop 
12a Kings Parade 
Cambridge 


Cannock Computer Systems 
18 Old Penckndge Road 
Cannock 

Staffs 


Canterbury Software Centre 
9 The Friars 

Canterbury 

KentCT1 2AS 


Rush Hi-Fi & Video 
5-6 Cornhill 
Chelmsford 

Essex 


Vision Store 
96/98 North End 
Croydon CRO 1UD 


Adams World of Software 
190 Station Road 
Edgware 

Middx 


Fal Soft Computers 
8 St Georges Arcade 
Falmouth 

Cornwall TR11 3DH 


Software Centre 
426/428 Cranbrook Road 
Gants Hill 

liford 


Brainwave Micros 
24 Crown Street 
Ipswich 

Sutfolk 


DA Computers Ltd 
104 London Road 
Leicester LE2 OQT 


Steepline 

65 Francis Road 
Lichfield 

Staffs 


Dimension 
27/29 High Street 
Leicester 


Software Centre 
128 Wigmore Street 
London W1 


Vic Oddens 
5 London Bridge Walk 
London SE1 


Trend Hi-Fi & Video 
167 High Street 
Walthamstow 
London 


Computer Cabin 
24 The Parade 
Silverdale 
Newcastle 


VMS Computer Centre 
Newport Bus Station 
Newport 

iste of Wight 


ENL Audio Visual 
116/118 Alfreton Road 
Nottingham NG7 3NR 


4-Mat Computing 
67 Friargate 
Preston 

Lancs 


Channel Eight Software 
51 Fishergate 

Preston 

Lancs 


Reading Computer Centre 
48 The Butts Centre 
Reading 

Berks 


William Smith (Booksellers) Ltd 
University Bookshop 

White Knights 

Reading 

Berks RG6 2AH 


Salisbury Computer Centre 
22 Winchester Street 
Salisbury 

Wilts 


Silica Shop 

1/4 The Mews 
Hatherley Road 
Sidcup 

Kent 


Ace Software 

94 Western Road 
Southall 

Middx 


Microchips 

27 Bedford Place 
Southampton 
Hants 


Estuary Software Products 
261 Victoria Avenue 
Southend on Sea 

Essex 


John W Bagnall 
18 Salter Street 
Stafford 


EH Lewis 

45 Weston Road 
Meir 

Stoke on Trent 


3D Computers Ltd 

230 Toimouth Rise South 
Surbiton 

Surrey 


Statacom Ltd 
234 High Street 
Sutton 

Surrey 


Telford Electronics 
Inside Bambers 
Telford Town Centre 
Shropshire 


JCV Organisation 
Units 7/8 

Wharf Street 
Warwick CV34 5FO 


Microchips 

46-48 St George Street 
Winchester 

Hants 


Wokingham Computer Centre 
62 Peach Street 

Wokingham 

Berks 


Software City 

3 Lichfield Passage 
Wolverhampton 
West Midlands 


Micro Business Centre 
17-19 Lichfield Street 
Wolverhampton WV1 1EA 


ARGUS PRESS SOFTWARE LTD. 
No. 1, Golden Square, London W1R 3AB 
Tel: 01-437 0626 
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VIDEO 


F A SOFTWARE LIMITED 


SOFTWARE FOR 
SPECTRUM AND ZX81 


OUR POLICY 


We aim to create programs which you will keep on using until your 
computer wears out. You won t find our programs in the top ten and 
you will look in vain for colour adverts and fancy packaging. 
Nevertheless we have built up a solid following of discerning users 
in all parts of the world Read the reviews of our programs if you can 
find them. We have been consistently praised for quality, originality 
and value for money 


WHAT DO YOU GET? 

The bulk of our cassettes are now made by the factory which 
produced the Horizons tape Programs are recorded twice and 
carry on the reverse side an audio narrative to supplement the 
operating instructions. Where appropriate. cassettes are accompa- 
nied Dy a comprehensive and Clearly written instruction manual. 


48K SPECTRUM 

“Day of the Match” £5.00 
Fascinating and realistic simulation of an entire football season. 
Name your own teams if you wish (English league provided on 
cassette) Rate each team from one to nine in various success 
categories such as attack. defence. manager. etc. Watch the 
season unfold. Includes knock-out Cup option 


“Ball by Ball” £5.00 
Simulates a test match series or one day international series. Set up 
your own teams and pool of players (England v Australia provided) 
Rate each players capabilities as batsman and bowler on a one to 
nine scale for qualities such as talent, effort. etc Pick your teams 
and play the match. Electronic scoreboard shows progress of a 
match. Full supporting score card anc senes averages 


“Superplan Generator” £12.00 
Spreadsheet type program with variable column width and variable 
number of columns. Lets you sacrifice columns you don't need to 
get more lines 


“Superplan Pack 1". Business Applications £7.00 
Ready-made applications programs for sales day book, purchase 
day book. cash book and petty cash book 


“Superplan Pack 2°. Home Computing £7.00 
Ready-made applications programs for home budgeting, nutrition 
tables. car running costs and bank statements 


“Superview”™ £5.00 
Simple but effective information display. Up to 42 pages of text and 
low-res graphics. Access pages on demand or run in perpetual 
slide-show mode. Full facilities to create your own pages and build 
up an information library on cassette. 


16K SPECTRUM 

“Superdraw”™ £5.00 
Create full colour high-res pictures and store them on cassette for 
use as titles or Dackground screens In other programs. Or just have 
fun doodling anc build up a cassette library of your creations. Slide 
show option allows you to review pictures stored on cassette 


16K ZX81 

Here is a selection of titles still available for ZX81. Send s.a.e. for 
illustrated catalogue These are the ZX81 equivalents of the 
Spectrum programs described above. Although similar in concept 
the specifications fall short of the descriptions given for the 
Spectrum 

“FOOTBALL-LEAGUE” Forerunner of “Day of the Match" £4.00 


“TEST-MATCH” Forerunner of ‘Ball by Ball” £4.00 
“VIDEO-PLAN” Forerunner of “Superplan” £7.00 
“VIDEO-AD” Forerunner of “Superview”™ £7.00 
“VIDEO-SKETCH" Forerunner of “Superdraw”™ £7.00 


Many independent computer shops now stock our products but we 
continue to supply by mail order on an off-the-shelf. immediate 
delivery basis. Prices include VAT. post and packing in U.K. Add a 
bit for postage if you live in Outer Mongolia. (Note: “Day of the 
Match’ not available until late October 1983) 


VIDEO SOFTWARE LTD., 


Stone Lane, Kinver, Stourbridge, West Midlands. 
Telephone: 0384 872462 
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For no reason that is very convincing, this 
month’s puzzles have squares as a com- 
mon theme. This is reflected in the shape 
of the puzzles or their titles, where 
shapeless. 


1 SQUARE DANCE 

An easy one to start with — can you draw 
this without lifting pen from paper or 
travelling the same line twice? 


2 BOX NUMBERS 

Apologies if this is a little too much like 
homework, but given that each letter of 
the alphabet represents a different number 
between 0-9 


andthat AC ED AIL AC 
BD DC 
AB? = DGCB 
CJ HB = FGJx JF 


in the following grid 





then whatisBJ x FG? 


3 ALL SQUARE 

This game gives every appearance of being 
simple too — all you have to do is place 
eight pieces on the chessboard so that no 
two pieces are in a straight line — horizon- 
tally, vertically or diagonally. 





ANSWERS ON p96 


SPECIAL SQUARE 
COMPETITION 


4 MAGIC SQUARE 

Since squares are this month’s theme, we 
must include a magic square — simply a 
square filled with rows of numbers that 
add up the same — across, down or 
diagonally. A true magic square will use all 
different numbers — hence 


 ¥ &§& 
9 5 1 
4 3 8 


Can you devise a magic square for a four 
sided square using 1-16? 

Now that is easy enough — you either 
spend ten minutes working it out — or look 
it up in a book. What we would really like to 
see is your computer program, devised to 
solve the above problem. We will publish 
the most elegant or simplest program in a 
future issue, and use this (hopefully) as the 
basis for more magic square problems in 
the future. So get to work — and send 
them in! 


5 SQUARE PEGS 

Talking of squares, here’s an old chestnut 
you might have forgotten. Join the nine 
points with four straight lines that pass 
through each point just once, each starting 
where the other left off. 


6 SQUARE RIGGED 

Some matchstick teasers: 

Take away five matches to leave 
three squares and no odd matches 


—— 


Add five matches to make ten 


PET | 


Take away three matches and 
replace them to make five 
equal squares. 

——EEEe 


|_| = OX cs, 
By the way, breaking or burning matches is 


cheating! 


49 
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7 SQUARE MEALS 


Lord Gilberdyke once committed a heinous 
crime at the Court of Falkovia — sleeping 
through all fifteen verses of the Falkovian 
National Anthem. His punishment was 
severe — banishment to the nearby island 
of Donrovia with all his household for five 
months. 

Arriving there they found the punish- 
ment even more harsh — for the island was 
inhabited by cannibals, and it was their 
custom to devour two people every full 
moon. 

As the exiled party numbered Lord 
Gilberdyke, his wife and eight retainers, 
and the moon was waning, it was clear 
that only two would survive the exile. 

The wily Lord Gilberdyke thought quick- 
ly and then summoned his household 
together. ‘‘| intend to be entirely 


democratic in this matter,’’ he lied; ‘‘we 
shall all stand an equal chance of appearing 
on the menu.”’ 


‘‘Each month we shall form a circle, 
standing in the same positions each time. | 
shall pick a man at random and start coun- 
ting clockwise to 13. The unlucky number 
13 will take his place in the pot, and | shall 
start again from the one next to him, again 
counting to 13. The following months | 
shall always start from the one after the 
thirteenth man — or woman.’’ 

Now it was his plan to solve all his family 
problems this way — to be rid of a med- 
dilesome wife and expensive retinue — all 
except for Miss Bipop, the chambermaid, 
who happened to be young and reasonably 
attractive. 

At full moon the next month the circle 
formed according to Lord G’s instructions. 
But in the ensuing time he had forgotten 
exactly where to start counting, and found 
himself being dressed for dinner — as the 
first course. He had made a slight error. 
Where did he start counting — and where 
should he have? This is how he set out the 
circle... 








HEADS YOU WIN 


i fifty pence piece and a five pence piece. 


other was!) 


Answers for March 


(One was nota five pence piece — but the 

































2. MICROPROCESSOR 


corpse coops mope 
corpses crime more 
corps crimes mores 
cess criers mice 
corm crisp miss 
corms crisps mess 
come em miser 
comes emir mop 
crop ems mops 
crops empire moper 
core empires moor 
cores err moors 
corer errs mire 
covers error moo 
cos errors moose 
cop ire morse 
copes = ice or 
cries ices ore 
crier imp orris 
cress imps orc? 
coop me ores 


re scorers 
iis rip sperm 
prime roc sperms 
primes rope scrip 
poor rise scrips 
pore rises so 
primer roses sore 
promise rose sores 
promisers remiss sire 
promiser rime sires 
poem room spire 
poems rooms spires 
process roomie spies 
press rice score 
prism rim scores 
prisms simpers scrim 
price sip scrimp 
prices sips scrimps 
prise sop some 
prises sops spore 
processor scoop spores 
press Scoops scope 
prim scorer simper 











continued 





MPUTING APRIL 1984 





-OF THE MUTANT CAMELS 
At last the long awaited sequel to Attack of the Mutant Camels is available. You 
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leading a rebellion against your evil Zzyaxian overlords. The game features 

™ beautiful smooth scrolling graphics and no less than 42 different attack waves, 
more than any game in video history. The challenge of play will last for months 
as you battle to see what's on the next wave. 
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LLAMA SOFT GAMES NOW IN BOOTS, 
LASKYS AND MANY OTHER RETAILERS. 








Starrade presents 


SAVAGE POND 


A truly remarkable depiction of life cycles in a 
freshwater environment. A semi-educational pro- 

ATARI” gramme with high resolution graphics, crammed 
with thrills, spills and excitement, featuring: 


COMMODORE esamoeta (Rhizopoda); Hydra (Chlorohydra 
64 Viridissima); Dragonfly (Erythromma Najus); 
Bloodworm (Phylum Platyheminthes); Jellyfish 
(Craspedacusta Sowerbeii); Beetle Larva 
(Macroplea Leachi); Spider (Argyronata Aquatica); 
Water Fleas (Scapholeberis Mucronata); Bumble- 
Bee (Bombas Lapidarius); and our special guest star 


THE COMMON FROG 


(Rana Temporaria) 
= lle .. In its conception 
Brilliant... in its depiction 
Dynamic... in its execution 














rat 
DISK OR CASSETTE 





“Savage Pond is a real joy. A totally unique concept, well 
thought out and superbly programmed. Whilst a far cry from 
the usual arcade action it retains all of the excitement. It is an 
ideal family game and children and adults alike will marvel at 
the graphics and storyline... you will not find such an original 
and compelling game anywhere else. Buy it and sit back 
Knowing that one of the most original games ever programmed 
was written here in Britain.” — PAGE 6 — an Atari Users Magazine. 


DISTRIBUTED BY 


CENTRESOFT P.C.S. LIGHTNING CALLISTO TIGER 


(021-520 7591) (0254-691-211) (01-969 5255) (021-643 5102) (051-420 sei. 

proc c reo -- -- - - --- = - ---- -- --- --- 
+ STARCADE SOFTWARE, 2 Elworthy Avenue, L26 ThA ! 
ASK YOUR ! Please rush me........ copies of SAVAGE POND suitable 
IF IN LOCAL DEALER 1 for Atari/Commodore 64 (DISC/CASSETTE). ; 
DIFFICULTY OR ! Please debit by Access Card (Delete as necessary.) ! 
RING OUR psa} THIS =} Nime CLT TTTTTTTTITITITIt 
SUPERFAST UPON ! | enclose Cheque/P.O. for£............ 
CREDIT CARD f BaIN. Sccenaiiescnuieesé vumnemnenowen uxnenctrewesneas 1 
SALES LINE: 


051-487 0808 (24 hours) je : 











If you have played Lunar Lander and you 
have played City Bomber, then you will 
love our Lunar Bomber program for the 
Dragon 32 or 64 with joysticks. 

When the program is typed in and RUN 
you will see your ship in the top left hand 
corner. It then starts to move across the 
screen from left to right. You have four 
bombs at your disposal to clear a space for 
your ship to land, the bombs are released 
by pressing the fire button. When all four 
bombs have been used you are given a 
chance to land. Pressing the fire button will 
start your descent and the right joystick 
jd will control the ship. 

1 If you manage to land a tune is played, 

the time it took you to land is displayed and 
the game restarts. If you crash, however, 
there is a random chance of escaping alive 
and restarting the game. 

Asa bonus there is an overshoot facility, 
pressing the fire button while descending 
will cause your ship to rise. 


RUNdown 


Action 

Credits and instructions. 
Set up arrays, initialize 
variables and branch to set 
up screen routine. 

Main program. 

Bomb routine, check if 
bombs are used up, move 
bomb and start explosion. 
Landing routine, read 
joystick, check for safe or 
crash landing and check for 
overshoot. 

Safe landing routine, print 
messages, play tune. 

Crash routine, play tune, 
decide whether or not to 
start game again. 

Set up screen, draw ship 
and bomb and store them in- 
to arrays SH and BM, draw 
random landscape, plots 
stars at random and draw 
planet in the distance. 


Line 
10-100 
110-140 


150-200 
210-250 


260-320 


330-380 


390-410 


420-540 


Main Variables Used 


X coordinate of ship/bomb. 
Y coordinate of ship/bomb. 
Number of bombs used. 
Time gone by in seconds. 
BT Best time. 


Conversion Clues 


This program should not be hard to convert 
as Dragon BASIC is fairly standard. Read 
through the notes on hot it works to get an 
idea of what is going on and insert the ap- 
propriate graphics commands where 
needed as these are the only major dif- 




















ference from standard Microsoft BASIC. 
Here are a few points. 

GET Copies an area of the screen and 
stores it into a previously dimensioned ar- 
ray for later use. 

PUT Is the command which puts the arrays 
contents back onto the screen at the coor- 
dinates given. 

PSET Is the Dragon equivalent of PLOT. 
CIRCLE Draws a circle with centre X,Y a 
diameter of D, and in colour C. The syntax 
is CIRCLE(X,Y),D,C. This statement can 
be left out. 

All DRAW statements that have been used 
are for drawing the game shapes, namely 
the ship and the bomb. 
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i@ REM BOMBER RUN 

2@ REM BY HARDIP MOTHADA 

3@ REM AGED 14 

40 REM 7/7/83 

5Q@ BI==0 

60 CLS: PRINTTAB(1@):"LUNAR BOMBER" 

7@ FPRINT:PRINT"YOU ARE IN THE CAPSULE OF AN ATOMIC F 

REIGHTER THAT IS BADLY DAMAGED AND NEEDS REPAIRS. YOUR 
ONLY HOPE IS TO DROF CANISTERS OF RADIO-—ACTIVE WASTE 

ONTO THE SURFACE OF A DESOLATE FLANET IN THE MIDDLE OF 
NOWHERE.IF YOU CAN LAND YOU "; 

8@ PRINT"CAN MAKE THE REPAIRS AND RETURN HOME" 

90 PRINTG448," PRESS ‘D’ KEY TO START DESCENT": SCREENQ, 
1 

190 IF INKEY#<>="D"THEN 102 

11@ DIM SH(24) ,BO (a) 

i2@ FMODE=,1:SCREEN1,0:FCLS2:COLORS,1 

1=Q@ U=0:S=a 

140 GOSUB 420 

150 TIMER=a 

140 Y=@:FOR X=@ TO 200 STEF 2 

170 PUT(X,Y)—(X+14,14) ,SH,PSET 

180 PLAY"O2ZL2S55CFC":IF PEEK (65280)=126 OR PEEK (65280) =2 

S4 THEN GOSUB 2719 

190 NEXT 

200 DRAW"CS":LINE (0,@)— (220,30) ,FSET,BF:GOTO 160 

210 U=U+1:IF U>4 THEN DRAW"CS":LINE(@,@) —(230,30) ,PSET, 
BF:Y=10:GOTO 248 

229 FOR Y=39 TO 225 

230 PUT (X4+15,Y) -—(X+25,Y+18) , BOMB, FSET 

24@ NEXT 

250 DRAW"CS":FOR I=1 TO 4:FLAY"04L2557T255ABCDEFG": NEXT: 

LINE (@,@)—(230,3@0) ,PSET,BF:GOTO 140 

Z4Q X=X+2e ( (JOYSTE (Q) <3) —2* (JOYSTK (Q@) =3@)) 

270 IF X<1 THEN X=1:IF Y<1@ THEN Y=1@ 


2390 VN=VYHtSiPurt tx, Y— ext, Yt 14? got. Poet 
276 IF FPROINT CX, ¥+15) =2 OR PPOINT (X#20,Y¥t15)=2 THEN 398 


300 IF Y>=5S1 AND( PEEK (65280)=126 OR PEEK (65280)=254) TH 

EN LINE(X,Y)—(X+30,Y+23@) ,PSET,BF:Y=Y-19 

31@ IF Y2176 AND PPOINT(X,Y+15)<>2 THEN 330 

320 GOTO262 

330 CLS:PRINTTAB(1@); "LUNAR BOMBER" 

34Q S=INT(TIMER/SQ@):IF S<BT THEN BT=S 

350 PRINT"WELL DONE YOU HAVE LANDED SAFELY" 

36@ FRINT:FRINT:FRINT"YOU LANDED WITHIN "“S"SECONDS" 

370 PRINT: PRINT:PRINT"THE BEST TIME IS"BT"SECONDS" 

380 SCREEN@,1:FOR I=1 TO 2@@@:NEXTI:PLAY"TSOSL4CEFGECED 
CFCGFAGF":GOTO 120 

390 CLS:PRINT@224," CRASH LANDING": SCREEN@,1:FOR 
P=1 TO 2@@@:NEXT P 

40@ IF RND(4)<>1i THEN PRINT@448,"NO SURVIVORS...NO SURV 
IVORS...":SCREEN@,1: GOTO 41@ ELSE PRINT@448," you su 
RVIVED,LUCKILY":SCREEN@,1:FORI=1 TO 2@0@@:NEXT:RUN 

410 FLAY"O1T2L4DFABB-—":FOR I=1 TO 2@0@:NEXT I:CLS:END 
420 DRAW"BM4,0:C2;: S4BR4BD4DSL 2R4ND6L 4D46R4L46D4R2U4R4D4R2 
U4L2" 

430 GET(@,@)—-(14,14) ,SH,G 

440 PCLSS: DRAW" BM@,@;C5; BR4BD4; DSR1U5" 

450 GET(0,0)—(19,10) ,BOMB,G 

46@ X=@: Y=185:LINE(@,145) —(X,Y) ,PSET 

470 DRAW "C2" 

480 X=X+RND(1i5):IF X>255 THEN X=255 

49@ Y=Y-RND(3@)+13:IF Y>191 THEN Y=191:IF Y<@ THEN Y=@ 
5Q0@ LINE-(X,Y) ,PSET 

S109 IF X=255 THEN PAINT(1,191) PAINT (255,191) : PAINT (128 
,191) ELSE 470 

S20 FOR I=1 TO 25:PSET(RND(255) ,RND(12@) ,5) :NEXT 

530 CIRCLE (245,10) ,9,4:PAINT(245,1@) ,2,4 

540 RETURN 
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SAVE £4.25 by receiving 
a FREE magazine binder 
when you 


subscribe to Games 
—  a———_GompuTine 


‘It’s true, by subscribing to Games 
Computing you will not only receive your 
personal copy direct to your door for 
a whole year but also have a superb 
AS P magazine binder in which to 
keep your copies AND IT’S FREE! 

All you have to do to receive your FREE 
binder is book a subscription to 

Games Computing before 29th February 
1984. What could be simpler? Normally 
priced at £4.25, these attractive 
binders will hold approximately 12 
issues of Games Computing. 

Not for you any longer the chore of 
having to track down dogeared copies 
of your favourite magazine, instead 
you will merely go to your bookshelf 
and they will be waiting for you in 
pristine condition. 

Don’t miss out on this outstanding 
offer — subscribe today and receive 
your FREE binder within 14 days of 
your order being received. 


SS SECIAL OFFER 



































i i 
[ | 
| Cut out and SEND TO: I am enclosing my (delete as necessary) } 
i GAMES COMPUTING i ce i yl ternatinal Money i 
reer for €eic oc cs 2x 
i 513, LONDON ROAD (made payable to ASP Ltd) | 
| THRONTON HEATH, OR 
[ SURREY, CR4 6AR Debit my Access/Barclaycard * | 
¢ (“delete as neccessary) 
ENGLAND 
I Please send my free binder and ; Please use BLOCK CAPITALS and include post codes: 
i commence my personal subscription : 
| with the issue Nome (Pie) Mira) Migs). 26 cies ceaewiceniesaw in ce 06 chew ew weenie i 
delete accordingly I 
| SUBCRIPTION £12.25 for 12 issues : ‘ 
| RATES UK PRA ONORG 6.5 wires tcesiw ine ea oe BG Siw aie Ww aie SNOW aR wialbION SeCeaN WM SHUR Ke 
I tick as PEO eT TOP AOE Ob) ha ey scp egkae Sac erie ee ee eS I 
i ee ee overseas surface t 
I £36.00 for 12 Issues BIGRELORG fis is 25 K6 Sis 35 Se ha Ae eines Ne eieeN Ne Mi AS 16 HS SES Wales 
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Zap the alien to bits with this arcade game : 


for the unexpanded VIC-20. 

In this version of a well known arcade - 
game there is one alien and a ‘spook’ bomb 
that are out to get you. You control a space 
ship at the bottom of the screen that has a 
single missile launcher and can fire a 
missile that is guided by the motion of the | 
ship. 

The game uses high resolution | 
graphics, full colour, and sound and yet 
can still fit into a totally unmodified and | 
unexpanded VIC-20. 

Controls are ‘Z’ left, 
‘space’ to fire. 


‘M’ right, and 


RUNdown 


Action 

Instructions option 

Set up hi-resolution graphics 
Set up variables 

Set up screen 

Main control loop 

Destroy ship 

Destroy alien or bomb 

End game and tidy up 
system 

Instructions 


Main Variables Used 


SH Screen location of ship 
MI Screen location of missile 
AL Screen location of alien 


¥ 


BO Screen location of bomb 

UC User defined character 
pointer 

$1,S2,S3 Sound registers 

V Volume level 

SC Score 

TI$ Time variable 

C$ Option input 


Conversion Clues 


Almost impossible with the VIC as all the 
control of the sound and graphics is done 
via PEEKs and POKEs. A look through the 
» VIC manual would tell you all you need to 
know about them. Commodore BASIC is 
very straightforward and converts easily 
to other micros, but I’m afraid that’s your 
only consolation! 


gpomnrncare titer 
per AA RAMEE AMEELERT IRL RO CC Cs " 








PRINT "SIeaeeeeleeelelebi I STRUCTIONS CY Ho": ¢ INPUTCS 
IFCS="Y" THEN4SS 
PRINT" TINA SETTING UP GRAPHICS: FLEASE WAIT!" 
POKE36873. 46: FOKES2., 28: FOKES6, 28: CLE 
FORUCH=F7168TO0r6r73:FPORKEUC., PEEK CUC+25660> -HEXT 
FORUC=F168TOr267 :‘FEADA:POKEUC.A: HEXT:> POKES6S69, 255 
DATAIS6., 56, 16S. 384,84, 124,.46,68,.16,.16,16,.16.,.48, 
. DATASG, 126,968,255, 165,.155.129.129,16.84. 56,285 
DATAG,. 14.17.14,.6,8,139.2' 
PRINTS" >: POURE6Sa@, -SC=6:POKEG46, 1: 
S1=360F4:S2=514+1:S38=524+1:S4=S3+1 (VaSd4l -SLat: F=els2 
SH=8138:MI=5SH-22:AL=P rd]: FORG=1 TOSL:POKEF.6:FOKEF+Y, 6: F=F+1 : HEAT 
PRINT" SRSCORE={"SC:° PRINT" SSR RRRRRBRBIT IME="TIF 
POKESH., @:POKEMI,1:FPOKE'V.15 
POKES1.&@:°POKES2,.8:°POKES3,@:FPOKES4.6:GETA 
IFMI<:SH-22THEH123 
IFAS=" "THENPOKEMI. S2:MI=MI-22:60TO19 
GOTOSS 
S POKEMI. S2:MNI=MIl-s2: POKES], 225:POKE 
4 JFMI<Pre24THEHPOREMI. Se: MI=SH-22 
IFFEERK «(MI s=20RPEEK CMI -22>=2THENSC=SC+58: GOTOS? 
S IFPEER CMI d=S0RPEEK CMI -229=3THENSC=5 4° GOTO46 
23 I[FA#="2"THEMHFPOKESH, 32: SH=SH-1:FOKEMI. 32: MI=M1I-1-POKES1, 225 
IFSH=81 1STHEWSH=8141 -MI=SH-22 
“5 ITFAF="M4" THENPOKESH, 32: SH=SH+1°POKEMI. 32: MI=M1I+1:PORESI,225 
“6 IT FSH=8142THENSH=8126:MI=SH-Z22 
Y POKEAL~23. 32: IFALS?r4]eTHENes 
S ALSAL+INT¢CRND (6) #219+1: BO=AL+22 
"9 POKEAL. 2: AL=AL+23: IFFEEKCAL®=8THEW ss 
1 PORERO. 32: BO=BO+22:POKEBRO, 3: IFFEEKC BO+229=1 THENSS 
‘1 IFALSS14iTHENFPOKEAL-23. 32: FOKEBO. 32: AL=7r4e 
32> GOTOLS 
3 POKESH. 4:FOKEMNI. 32: FR 
FORsM=15 706STEFP-8. 85°F 
PRINTS": SL=SL-1:F=e1 
6& moigtoie 
PRIHT" StS RBH ee) SRR RBR 8 REY Re) RPGR eel RPE" 
FORS=17T0186:POKEARL-23. S32:POKEAL-23.2:NEXT:F=81e2 
PRINTS": GoTo 
PRIHT "Sites ee PP PRP RPPPRRRRPRRRRE TRI eIRI eee " 
FORM=1701G0:POKEBO, 32: FPOKEEO., 3:WEXTS:F=8182: PRINT" :- GOTO12 
PRINT "Jelsoft OU SCORED"SC: PRINT’ SarO0UrR TIME WAS "TIF 
| PRINT" SSAMOTHER GOeYAHo"s ¢ IHPUTCE: IFCS="Y" THENIG 
POKRESES63S. 246: POKES687S.27 > PRINT "Oks" - END 
POKES6S79,.44°:>PRIHT"Da" : AA=P ese: FORA=1 7044 :POKEAAR. 1@2:AR=AR+1 : NEXT 
SMoUITED MISSILE 
> AARP Pte: FORA=17T044: POREARA. 182 :AR=AA+1 HEAT 
& FPRIWT " 3a Te-FLAHT 1983" 
42 PRIHT"S"SPCCias"A Seg Se ERE SEBERER iO" 
PRIHTSPCC PS" nel SERRRRREE! DI b] El 28) SRR Bi 
[1 PRIHT"#lg] AM THE ALIEN AND I°NN OUT TO DESTROY You" 
=| FORT=1TOS808 : HEXT 
3 POKES6S?3.398:FRINT"Me “GUIDED NISSILE“IS A" 
PRINT" GAME IW WHICH 'YOLI HAYETO DESTROY THE “ SRLIENSS" 
FRIHT'IBEFORE HE DESTROYS ‘YOLI" 
5 PRINT" 8s) BEWARE OF THE =FOOK BOME WHICH CAN ONLY" 
- PRINT" “EWHOCK YOU OUT” OF THESK'’ WHILE ''OU FREPARE" 
S PRIHT"TO FIRE YOUR MISSILES." 
PReTHT "Mele THE ALIEN CAN DESTROY ‘YOU AT ANS TIME THOUGH" 
PRIWT" SINSPRESS ANY KET TQ GO UN" 
GETA#: IFAF=""THENG1 
POKRES6S7?9.142:PRINT"TARLIEN SCORES: -S5ha" 
PRINT" @SPOOK BOMB SCORES: -gale" 
PRINT" Sard GUIDE YOUR MISSILESONTO THE TARGET. SIMPLY" 
PRIHT' HOVE ‘OUR SHIP TO THE LEFT GR RIGHT." 
PRINT" See @ TO MOVE LEFT": PRINT" SSM@ TO MOVE RIGHT" 
PRINT" #8 @ TO FIFE MISSILE" 
PRIWT" Sm ‘’OU HAVE THREE LIVES So GoOoD LUCK" 
PRINT" WaSPRESS ANY KEY TO START" 
GETAFE: IFAS=""THENH?S 
rl GOTOS 
READY, 


ce a ees Bere ee 
Co =.) CP te Pe 


IMT " S¥rieleleRRRRISSHIF DESTROYED" 
OKES4. 135: POKEV. 8° NEAT 


S=° IFSL=HTHEN42 


ir 
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‘5 
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NANNANSNNNET! © 


Aen cna cacy e 
Lic.) ye 


~,1 
Ne 


Cn te ts fae 


OHH Mmmm HaHa, 
“J Wy 


OD 


GAMES COMPUTING APRIL 1984 








AT EVER THE HARDWARE... 





“_™ | tePc*e ; 


WE’VE GOT THE SOFTWARE 


(WELL ALMOST!) 





SNOOKER £8.95 SHEER PANIC £5.95 PITMAN SEVEN £6.95 


STAR WARRIOR £6.95 DARE DEVIL DENNIS 
2X SPECTRUM VS 03 J6 ZX SPECTRUM VS 02 /6 ZX SPECTRUM VS-0! 46 ZX SPECTRUM VS 4-/6 ZX SPECTRUM VS. 05 /6 £7.95 
ee eas BBC MODEL B- VB 03 32 
VIC 20 3K VV Q!- 03 ELECTRON-VE. 03°20 
COMMODORE 64 VC 0) 64 -VE 02° 32 


ELECTRON VEO]: 32 





Ts ,oSe 


DIGGER £7.95 ARCTURUS £6.95 ARMAGEDDON £9.95 1994 £6.95 GUSHER £9.95 BANANA DRAMA £9.85 
BBC 'B’ 0S1-2 ONLY — VB.08 32 ZX SPECTRUM VS. /0. 48 COMMODORE 64 VC. 05. 64 (10 YEARS AFTER) COMMODORE 64 VC. 05. 64 COMMODORE 64 } 64 


ZX SPECTRUM VS. 07. 48 


FANS PLEASE NOTE! ALSO AVAILABLE MAIL ORDER 
FROM VISIONS (SOFTWARE FACTORY) LTD 
1 FELGATE MEWS, STUDLAND STREET, LONDON W6 SDT THE NAME IN VIDEO GAMES 


PLAYER 4 SCORE eer as 


H1GH 










THE ABYSS. You have to find FT are| 
recover these magical creations 
and fight all the way by 
annihilating all those who stand 
in your way. 

J.S. 


Enjoy the hilarious antics of the 
Comical Mouse as he overcomes 
all dangers to win the heart of the 
lovely princess by collecting her 
lost diamonds. He must climb 
ladders, slide down the chutes, 
use transporters and trampolines 
to jump across divides to escape 
and outwit his pursuers. You will 
be enchanted by the smooth pixel 
movement of multicolour sprites. 
Six screens with three levels of 
_ difficulty. 





PILOT 


PLAYER: 
600 





PLAYER: 
oo 





MI-SCOR 
Go 








Realise your dreams of being king 
of the open skies. Fly your 
elidel bam ialcomelals-1i ial diate me ele Bale lates 
with enemy fighters. Prove how 
well you can handle your craft. 
Five stages of spectacular scenic 
graphics. Two player option. 
J.S. 


Think before you jump on the 3D 
hexagonal pyramid. Avoid being 
crushed by massive rubber balls 
and the deadly fangs of COILY the 
snake. 


J.S. £7.95 


THE NAME FOR 








NF Talel-10 heme Zell] me el-bige Meie-lim@me)y-14 

giant moon craters avoiding 

eleli(e(-1e--laleMaalial-s-Mm@-1-) em: fam 31> 

rela ial-Maleha-igialeE-lil-lalerg-liael-lalaele 

erelaale}iale Mell mell ae) m-> (I-(-lale-e 
J.S. 


Enter the realms of fantasy anddo 
battle with the fearful fire 
breathing Red Dragon. An 
intriguing role playing graphical 
adventure with ‘SAVE’ facility to 
continue the adventure. 

K.B. £6.95 


A star trek game with a difference. 
3D graphics, real arcade action 
and a game of strategy against 
marauding space pirates. 
PNe(elitlelat-|Mmi-t-}eele-t-3 

K.B. AND J.S. 


Second in the series. Pit your wits 
against the cunning dwarf. A 
graphical adventure with ‘SAVE’ 
facility. 

K.B. £6.95 








LOAD FASTE! 


4 | 
NO-SPECIAL EQL 
pSTACK LIGHT RIFLE 
, ALSO AVAILABLE 








ANIROG SOFTWARE LTD., 


Trade Enquiries: 


29 WEST HILL DARTFORD KENT (0322) 92513/8 


Mail Order: 

8 HIGH STREET HORLEY SURREY 

24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 

50p POST & PACKAGING 


QUALITY AND INNOVATION 





ont mA Bi Teg 











SCORE OSs io Pos SecroR Cr rt rT) «K «KM 
POEL TPT : se 3 
‘ 2 ? 
a a a a 
a & a >» 
a 
=} 
sTelealem-lalemeli-l-a@Vellla@r- hm taleeltlel a) All the thrills of the arcade game As alien fighters zoom _ into Mloliameal-B-leitlela packed safariona 
the six defence sectors and brought to life by the stunning formation to attack you, the twenty screen journey through 


destroy the command module of 

the COBRON empire. Keep a close 

eye on the fuel as the city sectors 

may not have any fuel dumps. 
J.S. 





A galaxian-type game. Shoot 
the alien craft as they swoop 
down on you. You cannot shoot 
them while they are protected by 
the force field. 

J.S./Stack Light Rifle £5.95 





D:' WITH ANIROG SUPERFAST ~ 






THAN DISCS. 


MENT REQUIRED 
AMES NOT TURBO 
N DISC £9.95 ~— 


= ers 


animated graphics. Four screens 
TaledibleltsreMs)(-mi-leicelavm-lale Mele) |f-lel-1-) 
of KONG'S lair. 

K.B./J.S. 


Your party of six is under attack. 
As Indians gallop round the cabin, 
some try to sneak through the roof 
or window. Aim true or yours will 
be the last scalp lifted. 

J.S./Stack Light Rifle £5.95 


ed 


— + 


mother ship manoeuvres. to 

capture your craft with her 

traction beam. One hundred 

screens of smooth moving pixel 

graphics. Two player option. 
K.B./J.S. 


—— 


A414 tatte 
Var 


The commandos have been sent 
to destroy your ammunition 
dumps. They weave _ intricate 
patterns as they advance. There is 
an extra hazard of target 
snatchers to hamper your aim. 
aim. 

J.S./ Stack Light Rifle £5.95 


the lush jungles and swamps to 
an ancient Aztec temple. The 
gorillas, the pirahna fish, the 
rei gelere ¢11|-1-MMn Gal -Mme-Tat-1¢-1-Me- ale Mb dal) 
spiders not to mention § the 
voodoo man leave very little time 
for you to collect the clues that will 
open the temple gates leading to 
the treasure. 


J.S. 


Robots are marching relentlessly 
towards you from all directions. 
Attacking in wave after wave, they 
are determined to wipe out the 
human race. There are twenty 
levels including three special 
waves - BRAIN WAVE - GRUNT 
WAVE and TANK WAVE, with 
powers to mutate the humans, 


create pulsars and quasars and 
fire plasma bolts. 


IS. £7.95 








and it’s waiting for you 


ENTER THE CATACOMBS... 
HUNT THE TREASURE... 
AVOID THE TRAPS... 


WATCH OUT FOR SKULL! 


SUPER NEW, ORIGINAL, 3-DIMENSIONAL 

FULL-GRAPHICS MAZE GAME FOR THE SPECTRUM 48K. 
HUNT THE TREASURE THROUGH MULTI-LEVEL MAZES 
AVOIDING HAZARDS AND DEADLY WANDERING SKULLS. 
THIS GAME WILL BLOW YOUR MIND. 

THERE IS NOTHING ELSE LIKE IT! 

Write for details on the GRAND HIGH SCORE COMPETITION 
GAMES MACHINE LTD., 

40 FRETHERNE ROAD, WELWYN GARDEN CITY, HERTFORDSHIRE. 
J (07073) 28444/28435 


GAMES MACRINE 








Ten Suncom TAC-2 joysticks are on offer 
in this great spot the difference competi- 
tion. 

The TAC-2 joystick is one of the Sun- 
com range of joysticks made by Consumer 
Electronics. TAC stands for Totally Ac- 
curate Control. The control on this stick is 
excellent as there are no moving parts in- 
side such as micro switches, to go wrong 
and no pressure pads to wear out. The in- 
ternal electrical contact is made by having 
a metal bar for the central shaft of the 
joystick and metal plates inside to make 
contact with. The use of stainless steel for 
the part of the joystick that takes the most 
strain makes these joysticks one of the 
most long lasting designs on the market. 


COMPREHENSIVE 
COMPATIBILITY 


The TAC-2 is compatible with all Atari 
computers and video games systems, 
VIC-20, Commodore 64, Sinclair Inter- 
face 2, Kempston Interface, and any other 
computer using the Atari standard 9 pin 
DIN connector. 

Suncom is the trading name for Con- 
sumer Electronics, a company that was 
formed in the summer of last year to sell 
peripherals for home computers using the 
latest state of the art technology. Con- 
sumer Electronics is expanding its range in 
the autumn and their new products, details 
have yet to be released, will be featured in 
a Games Computing competition in the 
future. 


SPOT THE DIFFERENCE 
TO WIN 


Pictured on this page are two similar pic- 
tures. There are some slight differences 
between them. All you have to dois toring 
the differences on the coupon and send it 
to us. The number of differences that you 
found must be written on the back of the 
envelope that your entry is in. The ten 
prizes will be awarded to the first 10 en- 
tries pulled out of the post bag on the clos- 
ing date. 








Competition Rules 
Competition Rules 









employees of Consumer Electronics or 
anyone connected with them. 

2. As long as the correct coupon is used 
for each entry there is no limit to the 
number of entries per person, photocopies 
will not be accepted. 

3. All entries must be postmarked before 
April 30, 1984. 

4. The prizes will be awarded to the first 
10 correct entries picked out of the bag. 
5. No correspondence will be entered into 
with regard to the results and it is a condi- 
tion of entry that the editor’s decision is 
final. 

6. The winners will be notified by post and 
the results will be published in a future 
issue of Games Computing. 
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In the first three articles in this series we 
have looked at the history of wargames, 
the nature of a wargame and how to com- 
puterise it, and the problems of ran- 
domness and generating a computer oppo- 
nent. In this article | will be completing the 
analysis of how to produce a computer 
wargame so that the next article can apply 
the rules we've learnt to actually generate 
a simple wargame. 

The first thing to cover this monthis the 
problem of data storage. In war games it is 
common for large amounts of data to be re- 
quired to simulate the large number of 
forces available to each contestant, their 
location, status, etc. For instance let us 


aver = 
te 






suppose that we wish to produce a war 
game where the board is divided into 30 
areas; in each area up to 99 units of ar- 
tillery, cavalry, and infantry can be pre- 
sent. In the computer we can set up an ar- 
ray of 30 (locations) by three (types of 
forces). However this will require an array 
of 90 elements and at 10 bytes per array 
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’ element that’s 900 bytes of storage. Not 


that much, but how about 100 locations 
by 10 types of forces? 


Cutting Down Data 


One way to pack down the data is to con- 
sider the limits placed on the values in each 
array element. In this case we will say that 
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GAMI 


each element can contain O to 99. But the 
actual physical limit that can be held ac- 
Curately in one array element is around 6 
million, that’s an awful lot of digits going to 
waste. If we multiply the amount of 
cavalry by 100, the amount of artillery by 
10000, and add the result to the amount 
of infantry we should be able to store the 
three forces in one array element. For in- 
stance 16 artillery, 65 cavalry, and 48 in- 
fantry gives a result of 166,548 — the 
first two digits are the artillery, the second 
two are the cavalry and the last two repre- 
sent the infantry. The BASIC subroutine to 
amalgamate the numbers is simple, as 
shown below. 


LET T=A * 10000+C * 100+ =! 


The BASIC subroutine to seperate the 
numbers is as follows: 


LET A=INT(T/10000) 
LET C=INT(T/100)-A * 100 
LET |1=T-A * 10000-C * 100 


Where | is infantry, A is artillery, C is 
cavalry, and T is the combined total. 

In order to use this technique to its full 
potential each multiplier must equal the 
limit of the element plus one, and 
multiplied by all previous multiples. So if 
you have three numbers with limits of 24, 
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32, and 80, the first multiplier will be 25, 
the second multiplier will be 825 
(25 % 33), and the maximum will be 
18825 (25 %33 %81). In using this 
method you will need to look at the way 
your particular computer stores data to 
find out what is the largest number it can 
store accuratley. 

Another method of packing data is to 
reserve an area of memory and use it to 
POKE values into. This means that each 
value cannot exceed 255 (the maximum 
value that can be stored in one byte). There 
are no problems in calculating the locations 
of data. For instance, if you use a series of 
numbers that would normally be stored ina 
nine by seven array and you intend to 
store them in locations 528 to 
590, you would 





calculate the location of the data as 
follows: 
location = 527+(0Oto 8) # 7+(1 to 7). 


Game Design 


The next subject that we must cover is the 
difficult one of designing the playing board 
and calculating movement. We shall con- 
sider three different types of play area: the 
evenly divided board, the unevenly divided 
board, and the open board. 
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The evenly divided board is a copy of 
the traditional war game board. It is divided 
into areas by an even lattice pattern, usual- 
ly squares or hexagons. Neighbouring 
areas are calculated so that square (4,5) 
would be next to squares (3,5), (4,4), 
(5,5), and (4,6). Hexagon (4,5) would be 
next to hexagons (3,5), (3,4), (4,4), (5,5), 
(4,6), and (3,6) — see figs 1 and 2. 

The units available to each player run 
across the board one square or hexagon at 
a time, but usually being able to move no 
more than one square or hexagon ata time. 
Each square or hexagon can have a dif- 
ferent terrain which can affect movement. 
Units occupy a particular square of hex- 
agon and the units in this sort of game tend 
to be indivisible. Often the presence of 
enemy units in areas next to those that the 
friendly unit is to pass through can slow or 
stop the friendly unit. 

This problem of movement across the 
grid relates to the objective that is to be 
achieved. If the objective is to reach a par- 
ticular area then the area to move to is the 
one that puts you closest to that area; if the 
objective is to destroy enemy forces then 
the areas to move to are those next to 
enemy units. 

The best path is the one that uses least 
movement points to reach the objective. It 
is found by looking at all neighbouring 
areas of find the one which best suits 


movement to the objective, then areas 


next to that, and so on until all a unit's . 


movement points are used up. 


Alternative Design 


The next kind of board is the unevenly 
divided board. In this the play area is sub- 
divided into areas of varying size. The ter- 
rain effects of this kind of board are built in, 
so that difficult terrain has smaller areas 
than easy terrain. Movement is to 
neighbouring areas, and a list of neighbour- 
ing areas is stored. For example, a game 
with five areas as in figure three would 
have a list as follows: Area 1 neighbours 
2,3,4,5; area 2 neighbours 1,3; area 3 
neighbours 1,2,4; area 4 neighbours 
1,3,5; area 5 neighbours 1,4. Units are 
considered to be in a particular area and to 
be divisible between neighbours. 

Often units can only move to 
neighbouring provinces and the presence 
of enemy units in a province prevents 
movement out of that province. Move- 
ment here is also dictated by objective, but 
since it is usually more limited, it is usually 
easier to calculate. ° 

Finally there is an open board. This 
board is more related to the wargaming 
tables used in figure wargaming. In this 
board each unit does not have an area loca- 
tion but an absolute location. That is the 


Figure 1 - Square pattern board 


Figure 3 - Unevenly divided board 
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Figure 2 - Hexagon pattern board 





location of a unit is considered to have an X 
and Y coodinate for its actual location, and 
the position on the screen is only an ap- 
proximation to this location e.g. aunit 823 
miles east and 288 miles south of the point 
of origin may be represented as being at 
position 82,29 on the screen. Movement 
is usually done by giving a direction and a 
distance to move. This type of board 
works especially well with featureless ter- 
rains where only a few self-contained units 
are involved. Sea battles work well on this 
type of board, also air and space battles as 
the third dimension can also be handled on 
this basis. 


Last Words 


Finally in this article | will look at the ques- 
tion of play testing. Suppose you have 
designed and programmed your re- 
enactment of David vs Goliath. How do 
you test that the game is programmed cor- 
rectly, and how about the problem of giv- 
ing each side a fair chance? And that most 
difficult of all items to include challenge? 

The answer is to test the program by 
actually playing it. There are other things 
that can be done to ensure correct code: 
line-by-line reading of the code should pick 
up any gross errors of programming; and 
checking the major equations in the pro- 
gram by hand, calculating them outside 
the program will help to show whether 
they are producing sensible results. But 
some things can only be tested by actually 
playing the game. You must be prepared to 
spend many hours in intensive testing of 
the game, and if possible get a friend to 
help in the testing. Independent minds (or 
even fingers) can often find things that you 
would never have thought of. 

There is a difficult line to draw between 
the wargame that is irretrievably boring 
and the game that is so close to interesting 
that it will turn out to be a masterpiece. If 
your game looks lost don’t give up! Fiddle 
with the formulae, the starting positions 
the initial forces. Look at the board to see if 
it can be rearranged. If all else fails then go 
back to the original design and try the pro- 
blem as a conventional board game. You'll 
be surprised how quickly problems show 
themselves when you are moving card- 
board units over a piece of paper. 


Presentation 

Lastly a quick word on a most important 
subject: presentation. | cannot stress too 
highly that an attractive game leads to 
satisfied players. If your computer has col- 
our and sound then use them as extra 
methods of passing information on to the 
player: Have a good map to play the game 
on; use user defined graphics to represent 
forces on the map. Don’t bombard the 
player with a mass of figures that he 
doesn’t read, give him only the information 
that he will read to make the decisions that 
he is faced with at that moment. 
Remember it is a game that you're design- 
ing. 

So we have now covered all the major 
problems associated with designing a 
wargame, many of the things discussed in 
the series will apply to other stategic 
games, and to adventures, so don't 
disregard this information just because it 
has been directed at wargames. 

In the next two articles we will be going 
through the design process to actually pro- 
duce a wargame, and there will be a com- 
petition with a cash prize and the chance to 
have your game published by Argus Press 
Software — so get designing now! 
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XANAGRAMS ‘ 


Over 5,000 permutations _ 
in this game of skill for all 
ages. 


DINKY DIGGER Spectrum 16K/48k BBC’B’ | 
flection CBM 64) PENGWYN 
It's super-fast, furious and 


as mean as they come. As the temperature rises, 
(Spectrum 48K) strange happenings begin 
in Pengwyn’'s frozen world. 


(Spectrum 48K BBC ‘B’ Electron 
CBM64 Spectra video). 






ilers and all good multiples 





Please write quantities required in boxes provided Please Postern 
and state computer type. People post me: 
Name 





Address . 


POST TO: Postern Ltd., PO. Box 2, Andoversford, Cheltenham, 
Glos GL54 5SW. Postern is always on the look out for any new 
games you might have developed 


8 POSTERN 





Dinky Digger 















4 (£7.95 for ov eo order) 








Total ©. or Access No.._ 


"WUARK 
| <Lg Si 
oA aie ls 
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a re 
Super 3D arcade action Invaders will test your skill and 3D co- ———— oe ee ee ee ee oe ee 
ordination to their limits. 8 rippling colour Invader screens of § QUARK DATA P.O. BOX 61, Swindon, Wilts. Tel. (0793) 40661. J 


increasing difficulty with keyboard controlled 3D laser movement 

and fire sequence. (Brain required) £6.95 I Please supply... 6. eee eee ee l 

DRAGON 32 j eteelediny, 02 To oeuarnernerssrearssrsssy 

MRC £6.50 @ Fruit £4.95 @ Look and Learn £4.95 @ Pontoon £4.95 

Missile Command £4.95 @ Graphics Demonstrator £4.95 J Cheque for total amount enclosed ..... 6... 6. seer ees i 

Tango Foxtrot 01 £6.50 © Space Crystal £6.95 NBIMG i Sites Baa Sa ROSES Rares eine See SiSte esse psareoos i 
: ORIC 1 48K q PECIOSS 6 sis BR Seta SSNS i atreltamanal ater Al Gravee lohan pK i 

Oricle (Smart Oric) £6.95 @ Flight Simulator £6.95 @ Super i SRST ENSHS GEGLS: TIE PARAS. eS Raeaiaes 2 nee avo PN i 

Fruit £6.95 @ Space Crystal £6.95 — oe ee ee ee ee ee ee ee 









PRICE BREAKTHROUGH 
BY MAIL ORDER ONLY. 








CHEQUES + P.ORDERS 
CROSSED AND PAYABLE 
TO’ JUST MICRO’ 









| Please sendme....... 
| Quickshot || Joysticks 


| £9-95 Each+ 80p P+P 


| 
| 
| | 
| 
| 







‘THE WIZARD’ 
7 22, CARVER ST 
.y SHEFFIELD S14FS__ 
TEL: 0742 752732 










| | Enclose Cheque; P.Order 


avis ‘a FORE oo osu: 
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Let your artistic talents run wild, become a 
new Piccasso with this artistic drawing 
program for any VIC-20 with joystick. 

The program is a fairly simple idea. All it 
does is to let the user draw lines up, down, 
left, and right, and also diagonaly using a 
joystick. One feature is the colour, dif- 
ferent directions have different colours. 
These can be changed by altering the 
number after POKE A+8,? in lines Oto 9. 
Pressing the fire button deletes everything 
on the screen. 


RUNdown 


Line 
O 


: 
2 
3 
4 
5- 
8 
9 
1 
1 
1 
1 
1 


Action 

Changes colour of screen 
and starts subroutine 
Defines variables A,B 

Sets addresses 37137 and 
37152 for input 

POKES A and B onto the 
screen 

Defines U1 and U2 

Reads joystick for up, down, 
and right 

Reads fire button and starts 
subroutine 

Reads joystick for left 
Keeps characters on screen 
Stops reading joystick 
Goes back to line 2 
Instructions 

Routine for deleting screen 


Variables Used 


A Main character for drawing 
B Colour for A 
U1,U2 Joystick PEEKs 


Conversion Clues 


This is difficult as the VIC-20 uses PEEK 
addresses for joystick control. This could 
be changed to INKEY$ ora GET command 
to read the keys instead of a joystick. 


N 
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PRINT "2" : POKESGS 79. ©: 
PORES? 129.0: POKES? 15: 
POKEA. 160: POKEA+E. 1 

U1 =PEER CS7137) /UZ=PEEK (37 


H TFA YeseurRAss 1 

PORES 1LS4, 255 

hi y oi 
4 FPRIHT"SRIRSIMFLE DRAW OW VIC @" 
PRIHT' aBiCo G.JEBAXTER iSe4" 
PRINT" STSRRISTIWG JOYSTICK DRAW" 
PRIHT" SBILIHES OH THE SUREEH" 
PRIHT" S1RIIT DRAWS IH DIFFERENWT" 
FRIHT" @8ICOLOURS AUTOMATICALLY" 
PRINT SIRS RESS AWS EES TO Go UR" 
BETA#: IFA#=""THEHLeS 

PRINT "SI" -PORES6Gr Ss le 
PRIHT' SWILEF 7 =SPURPLE" 
FRIIHT" QR IGHT=S8LUE" 
PRINT" SBF =trELLOW" 

FRIHT" BRDOWH=§isFEEH " 
FRIHT"@FRESSIHG THE FIRE ‘ 
PRIHT" SBIDELETES THE SCREEH" 
PRIHT" STF PRESS AWS BEY TO Go OW" 
GETAFE: IFAS=""THEHL1I + 

PE: T LP b4 

FORTH" ESATOSLES :PORED. So: HEsTl 
S=THTORHD. lates 
| TFScreseTHEnlael 
+ A= 

SE TURF TH 


Oe Oe ee 


: a mm er maim i 
pn) 7, A fe fee im Loo) OE OA ee oo Poe 


A de ee el ae eel ee 


Tir er 
te scully ond. 
me ey it IT 
wal Fd Tot A 
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1 fa es CE 
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s Fuller 


Fuller Micro Systems 
The ZX Centre, 71 Dale Street, 
Liverpool 2. Tel: 051-236 6109. 










At Fuller 

Micro Systems 

we Strive to 
maintain the 
highest quality 

in both research and 
development, ensuring 
our products are the very 
best. We have now built a 
brand new mail order 
department to ensure our service 

is also the very best. Our stock 
Titalt lel oe, Mevlime lute Mel mameliilele lil aites 
and kits that will make the most of your 
Spectrum; all our products enjoy an 
excellent reputation for reliability and 
Carry a world-wide one year guarantee. 











FDS Keyboard(s) 


| enclose a cheque/PO payable to 


Please supply me with 


or debit my creait card 


os 
| 

[|] | [ = = a a 
.o ‘ 


Fuller Micro Systems for 
ce = oe sep cee 


Card No L Baas Barclaycard 


Access Card 
Signature 
Name 


Address 


Fuller Micro Systems, The ZX Centre, 
71 Dale Street, Liverpool 2. Tel: 051-236 6109 


Go monster hunting in our maze/adventure RU Ndown 


> game for any Oric computer. 
. ° When played, a board of 5 across by Line 


_ four down is displayed on the screen. Hid- 5 
- denon the board are 20 monsters. These > 26 = 
monsters occur in two types, each of 10 © = 
which can occur in 5 different colours. You ee: a : “iid re 
have only twenty turns tohunt downthe 


monsters. You may enter the coordinates _ ~ 20-30 ing 
of two locations at a time. The monsters — | 
hiding in these locations will then rd cht 

“os displayed on the screen until you. press the | igs. <¥ 
space bar. Your task is to find the pair: sof. | 


+ 


*. é 


ye 


Toe ‘monsters which are identical in both s ape heb ee 
and colour. If you do locate a matchin On : 
pair, they will remain on the screen. You > ben peeele 


- me 
ss must try to locate all ten pairs ofmatching 50-60 — 
ss monsters before your twenty turns are UNG beet rae 

_ If you enter the coe of a loc ion Cais oO 
3 aber sks jy be eing dis yed, the * 











_—s message-‘silly!’ will be displa red and 
will have wasted a turn. You must the 
as eae press the apace bar to get your next turn. 100 — 
x _ You must tell the computer which | square — ‘on iiss af 










a\= you want to view by typing in the coor- — 
dinate in the form of number letter . eg. 2D 
- notD2. The computer willl notallow stupid 
_ entries. fer wae “<3 P™ a I ; we 
} e two monsters are built u up sour otine: =. 


availe ble ‘in the. alte 








- 









110-140 Defines | cheradts 
pata t>, -2ate | 


~ —* -* 
i re =e | or 





230-260 
270-300 
310 
320-350 
<> ee 3 a> ‘ 
Action ets ghine oo Ea 
Turns cursor off. — 355-356 
- Sets score to zero. 


Dimensions the array A(X) 357-360 
which holds the monsters 361 
positions. 362 
Clears: screen and chooses 

- foreground and background = 365-480 
colours. 490-620 
Defines Z$ as a blank string 

used to erase 1 line on 630-660 
screen. 


Mgt eo Te subroutine for instruc- 680 


ons. 
ts number of turns ‘left 


pees _ and defines colours. 800 


Calls subroutine which fills 
sod Pi eg with the 810-870 
ae a FACED Rost 880 











oat int: 


1osen from era : a f 
et!!) 










ze fel eal oo pi cs 200-790 © _ Main control loop :- repeats and 











Ls i U rehober he 
in the variables UA$ 


* rane in lines 11 0- 









7s So anny 
Fag nts Pare ene 


Lt ae 


a 
¥ 


loop until SC (score) = 10 or &. 4260-4280 
- £%=1 all turns used. — 100-5500, 


4 


eos number of ‘turns th eee. 


nig apes First character 7000-7100 Winroutine, 
off strin rc } Lig ie pepe ee 


. i “= oe ete bre .s 
bag e > ny ioe Sens nee . 
mal it Bast Sig ore = MES COMPUTING APRIL 1984 - 


oe ee eae a ek ed 
» 








ie, & ol” Ved 
- — 
er is = ep aye | Sey 


1000-1200 
Se 2000-2070 


nate se 

Sets ee _attributes on 4000-4290 

. BG gaceen alternate 4102-4106 
4 ar) ot pe caeaoer inlandane set. 4120-4140 


See oa GA 


bug in the STR$ function in 
ORIC’s basic which adds the 
serial attribute for GREEN to 
front of string. 

Plots messages at screen 
coordinates. 
Waits for number from 1-6 
being pressed. 

Prints number. 


Waits for letter A-D and con- 


verts this to a number by 


subtracting 64 from its 


ASCll code. | 

Sets variables for | array and 
graphics locations. _ 

Plots location. 

Check if already aaa 
Calls routine to plot 
graphics. 

Routine for second location. 
Waits for space bar to be 
pressed. 

Plot blank strings to erase 
areas of screen. 

Calls routine to erase screen 
if you have not matched pair 
of monsters (KK < > 1). 

If score= 10 call routine to 
win. 

Routine for losing. 

Turn cursor on again. 
Draws board by setting 
serial attributes in TEXT 
mode. 

Fills array A(X) with random 
numbers from 1-20 with no 
two locations identical. 
Instructions routine. 

Music ? routine. 


Wait for space bar. 
i lag es already plot- 


. | 6000-6120 Pou graphics for monster 


held in location ZZ. 


, i. oe di 


OF ee ays “se ) > 











. i a 











Variables Used 

SC= Score. 

E% = number of turns left. » 

A(X) = Array which holds a random 
sequence of numbers for 
monsters locations. 

T= Used for music. 

EE$ Holds string value of E%. 

AAS,ABS, 

AC$,AD$= Keys pressed for coor- 
dinates. 

AA,AB,AC, 

AD= Value of strings. 

ZZ,ZF,ZG= _ Location in array. 

XX,XY,YX, 

YY= Location for plotting 


graphics. 


GAMES COMPUTING APRIL 1984 





ONSTE 
HUNT 


FA$= Test for key pressed. 

G$ Tests if you want another 
go. 

X,A,Y,N Counting loops. 


Conversion Clues 


The program will work in a 16K Oric if all 
REM statements are removed and line 1 is 
replaced with TEXT:GRAB, which will 
release the area of memory set aside for 
high resolution graphics. 


Or 


oF 





6: - 










REM ** MONSTER HUNT x» 


REM ** a game to test your memory «* 
REM ** for the ORIC1 ** 


= 
3 
4 REM ** <C> S.W. Lucas January 1984 «* 
r=" 
& 



























PRINTCHRS(17) :REM ** TURN OFF CURSOR 

SC=0 :REM SET SCORE TO ZERO AT START OF GAME 
10 DIM A(20): REM ARRAY USED TO HOLD BOARD LOCATIONS 
20 FAPERG: INK4 
oo CLS 
so Z2$=" " 
40 GOSUB 4000 
SO PAFER 6: INK4 
60 EZ=21:REM ** Holds the number of turns left ! 
90 GOSUB2ZOOO:REM FILL ARRAY WHICH HOLDS BOARD LOCATIONS 
100 GOSUB1000:REM DRAW THE BOARD 
110 WAS="JCTC":WAS="*L."sWCS="JKI" 
120 UAS="5I"s UBS="J5"sUCS$="6I" 
130 VAS="6 I": VAS$=CHRS (54) 4" \ 6": VC$="HE4" 
140 TAS=" 5's TRS="JC" sTes="J30" 
150 FOR F=2 TO 22:FLOT2,F,97:NEXT:REM ALTERNATE CHARACTER SET 
160 FOR FP=2 TO 22@:FLOTZ9,F,.8:NEXT:REM STANDARD CHARACTER SET 
200 REFEAT 
210 EX=E%-1 
220 PLOTZ0,3, "goes left" 
225 EES=STRS(E%) 
226 EES=MIDS (EES, 2) 
227 EES=EES+" " 
228 F=FRE("") 
230 FPLOTS2,5,EE% 
240 PLOTSO,S,.1 
260 PLOTSO G6. "bbe.: | 2" 
270 REFEAT 
=80 GET AAS 
290 AA=VAL. (AA) 
SOO UNTIL (AAO AND AA= 56) 
310 FPLOTS2,10, AAS 
220 REFEAT 
230 GET ABS 
340 UNTIL ABRS="A" ORARS="B"ORABS="C"ORABS="D" 
250 AB=ASC (ABS) -64 
255 ZZ=(AKR-1)#*#5+AA:ZF=ZZ:REM LOCATION IN ARRAY 
B56 XX=AA#5—-1:YY=ABRe#S—1:XF=XX:YF=YY : REM CO-ORDINATES FOR FLOTTING 
GRAFHICS 
S57 FPLOT 3O0,20,1 
260 PLOTSS, 10, ABS: KK=90 
S61 IF ACZZ)=0 THEN PLOT 29,1, "Silly! "skk=1:GOTO600 
3462 GOSUB 6000 : REM FLOT GRAPHICS 
S45 PEOTS0, 234 "L6OG¢e2 2?" 
S75 PLOTS, US, 1 
380 REF EAT 
290 GET AC 
400 AC= VAL CACS) 
410 UNTIL (ACO AND ACS) 
420 PLOTS2,15,ACt% 
420 REPEAT 
440 GET ADs 
450 UNTIL ADS="A" ORADS="B"ORADS="C"ORADS="D" 
460 AD=ASC (ADS) ~64 
470 PLOTS3,15,AD4 
475 XX=AC#5S—-1:YY=AD#5S~1:XG=XX:YG=YY:REM CO-ORDINATES FOR PLOTTING G 
RAPHICS 
A776 Z7=(AD—-1)*5tAC: ZG=ZZ:REM ** LOCATION IN ARRAY 
477 IF ZF=ZG THEN FLOT 29,1,"Silly!":sGOTOQ600 
478 IF A(ZZ)=0 THEN PLOT 29,1, "Silly! "skk=1:GOTQ600 
480 GOSUB6000:REM FLOT GRAPHICS 
490 PLOT20, 20, 1 
590 PLOTS1, 20, "<SFACE >" 
600 REPEAT 
610 GET FAS 
620 UNTIL FAS=" " 
630 PLOTSO, 13," ‘ 
640 PLOTZ0,8," i 
450 PLOTS2, 15," “sPLOTS2,10," — 
455 FEOTZ9. i.” "sREM 6& SFACES 
660 FLOT 30,20," " 
680 IFKK<>1 THEN GOSUB So000O:REM ERASE GRAFHICS 
790 UNTIL E%=1 OR SC =10 +: REM REPEAT UNTIL. WON OR RAN OUT OF TURNS 
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S00 IF SC=10 THEN GOTO 7oOoOo 
810 CLS: FORX=17TO2:PLOT1,X,xX:FLOTS,X,14sFPLOTIO, xX, "YOU LOST! !!"s:NEXT 
814 FOR X=1 TO 4: FORY=110150: SOUNDI, Y,6: SOUND2, 255-Y,8:NEXTY, X 
815 SOUND1,0,0: SOUND2,0,0 

820 PRINT: FRINT: PRINTF RINT" Want another go “Y¥res or «Neo ?" 
830 REPEAT 

840 GET Gt 

850 UNTIL GS="Y" OR GS="N" 

860 IF GS="Y¥"THENFRINTCHRS (17) : RUN 

870 FRINT:FRINT"GOODBYE... THANE YOU FOR FLAYING" 

880 FRINTCHRS(17):REMN TURN ON CURSOR AGAIN 

890 END 

999 REM ** SUBROUTINE TO DRAW BOARD FOR THE GAME ** 

1000 AA=16:AB=22:AC=2: AD=0O 

LOUOE CLS 

1002 FOR A = 1 TO 4 

1008S: FOR xX = | TG ‘ss 

1010 FLOT2, X+AC,AA 

1020 FLOTS, X+AC, AB 

1030 FLOT1I2, X+AC, AA 

1040 FLOT18, X+tAC, ARB 

1050 FLOT23, X+AC, AA 

19060 PLOT28, XtAC, 22 

10970 NEXT X 

19080 F=FREC"") 

1090 AD=AA: AA=AB: AB=AD: AC=AC+S 

1100 NEXT A 

1110 FOR A=1 TO 4 

1115 AA=CHRS (64+A) 

1120 PLOTO,A#S,1:PLOT1,A*S, AAS 

Li2o FEFRE< "2 

1120 NEXT A 

L140: PLOTIa is I 

1145 FOR A = 1 TO & 

1150 AAS=CHRS (48+A) 

1160 FPLOT S*A-1,1,AAS 

Li.7O' FSP RE Ch”? 

1180 NEXT 

1190 PRINT: FRINT:PRINTSPRINTSPRINT:PRINTS PRINT 

1200 RETURN 

1999 REM ** SUBROUTINE TO FILL ARRAY FOR BOARD LOCATIONS ** 
2000 CLS:FRINTSPC(7)s"Flease wait a moment" 

2005 FOR X = 1 TO 20 

2010 REFEAT 

2020 Y= INTCRND(1) #20) +1 

2030 IF Yr20 OR Y <1 THEN FRINT"ERROR in the random number generat 
ion":END 

2025 REM ** CHECK TO SEE IF ARRAY ELEMENT IS EMPTY OR NOT 
2040 UNTIL ACY) =O 

2OSO ACY) = XK 

2060 NEXT 

2070 RETURN 

2999 REM ** SUBROUTINE FOR TITLES ** 

4000 FAPER © : INE 6 

4005 CLS:FORX=17TO2 

4010 PLOT1,X,14:FLOT2,X%.,% 

4020 PLOT12,X, "Monster Hunt" 

4030 NEXT 

4040 PRINT:PRINT: PRINT: PRINT: PRINT 

4050 FRINT' The game is played on aS x 4 board," 

4060 FRINT"lLabelled 1 - S across and A to D down. " 

4070 FPRINT"You must tell the computer which" 

4080 FRINT"square you wish to view by typing Hi 

4090 PRINT"the co-ordinates of the square in the” 

4100 PRINT"form of number letter (eg. 4D or 2A)" 

4101 RESTORE 

4102 FOR T=1 TO 34:READ X 

4103S MUSIC: 14:5, X50 

4104 FLAY 41,0,4, 500 

4105 WAIT 10 

4106 NEXT:FPLAYO,9,90,0 

4110 FPLOT1,22,1:PLOTS, 22, "Press «Space Bar? to continue" 
4120 REPEAT 

4130 GETHS 

4140 UNTIL HS=" " 

4150 FOR X = S TO 1s 

4160 PLOT1,X,2Z4% 
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41790 
4172 
4180 
4190 
4200 
4210 
4220 
4230 
4240 
4250 
4260 
4.270 
4230 
4290 
SO00 
3010 
URN 
JOZO 
URN 
/- 5030 
URN 
5040 
URN 


na hee SB 


SOS 


5090 





NEXT 
FOR Xe: TD SsPLOMOsA,. 7SNEXT X 


FLOTI.S,.,"Hidden on this grid are 20 monsters." 
FLOT1,6, "There are 2 different types of " 


FLOT1.,7, "monster hidden on 


FLOT1.,8, "are found in five different 
FOR K = 15 TQ 20 2PuOT O,k%sS § NEXT 


PLOY Ly ioe You 
FLOT1,16, "you must try to discover 
PLOTIZ17, “Of allt ten pairs of 
REPEAT 

GET H 

UNTIL H$=" " 

RETURN 

DD=A(ZF):DE=A(ZG) 

IF (DD=1ANDDE=2) OR (DD=2ANDDE=1) THEN 


IF (DD=2ANDDE=4) OR (DD=4ANDDE=3) THEN 
IF (DD=SANDDE=S) OR (DD=6ANDDE=S) THEN 


IF (DD=7ANDDE=8) OR (DD=S8ANDDE=7) THEN 


IF (DD=9ANDDE=10) OR (DD=1OANDDE=9) THEN 
ETURN 
IF (DD=1 1ANDDE=12) OR (DD=12ANDDE=11) THEN 
> RETURN 
9070 IF (DD=12ANDDE=14) OR (DD=14ANDDE=13) THEN 
>: RETURN 
3080 IF (DD=1S5ANDDE=16) OR (DD=16ANDDE=15) THEN 
>: RETURN 
IF (DD=17ANDDE=18) OR (DD=18ANDDE=1 7) THEN 
>: RETURN 


the board and they" 


have only twenty turns 


identical 





colours. 
Xx 

in which " 
the location" 
monsters" 





SC=SC+1:A(ZF)=0:A¢0ZG) =0: RET 


SC=SC+1:A(ZF)=O:A(ZG) =O: RET 


SC=SC+1:A(ZF)=0:A(0ZG) =O: RET 


SC=SC+1:A(ZF)=0:A(72G)=0:RET i 


SC=SC+1:A(ZF)=0:A(Z6)=0O:R 


SC=SC+1:A(ZF)=0:A(ZG) =0 


SC=SC+1:A(ZF)=0:A(ZG) =0 


S5C=SC+1:A(ZF)=0:A(ZG) =O 


SC=SC+1:A(ZF)=O0:A(ZG) =0 


SC=SC+1:ACZF)=0:A(ZG) =0 


S100 IF (OD=19ANDDE=20) OR (DD=20ANDDE=19) THEN 
: RETURN 

Sii10 FOR N = 0 TO 2 

S120 FPLOTAP, Yr*n, ” “eREM 3S SPACES 

aio PLOTSES. YGen, * os REM SFACES 

51i40 NEXT N 

S500 RETURN 

5998 REM ** ROUTINE FOR FLOTTING GRAFHICS ** 
5999 REM ** FIRST SELECT COLOUR CO ** 

6000 L.=ACZZ) 

6010 IF (LAs) THEN CO] 

6020 IF (L244 AND Lz9) THEN CO=2 

6030 IF (Le8 AND Leéis) THEN CO= 

6040 IF (Lele AND Leil7) THEN CO=4 

6045 REM ** CO = COLOUR 

6050 IF (L216) THEN CO=S 

6060 FOR N=0 TO 2 sPLOTXX, YYtN,COs:s NEXT 
16080 IF L=10ORL=20RL=SORL.=SORL.=9ORL.=100RL=130RL=140RL=170RL=18THENL= 
OELSEL=1 

6090 REM L=0 TYFE 1 MONSTER L=1 TYFE 2 MONSTER 
6100 IFL=O THENFLOTXX+1,YY, TASS PLOTXX+1, 






















6110 
460120 
FQOOQOO 
7O10 
7OZO 
7OQ21 
7022 
FOSS 
POL4 
7025 
7026 
7O27 
7028 
7OSO 
7040 
7OSO 
7OQ60 
7070 
7OB8O 
y7O9O 





7100 


IFlL=1 THENFLOTXX+1,YY,UAS2FLOTXX+1, 
RE TURN 
GELS rR ENT SPIALOD “YL: WONE td 


PRINTSPRINTSPRINTs FRINTSFRINT 
FRINT"Want another go “Yres or 
RESTORE 
FOR T=1 TO 
FREAD X 
MUSIC T 4.59 Aig 

PLAY1,9,4, 500 

WATT 10 

NEXT 

PLAYO,O,0,0 

REFEAT 

GET Gt 

UNTIL GS="VY" OR GH="N" 

IF G$="Y¥" THENFRINTCHRS (17) 2: RUN 
FRINT:FRINT"GOODBYE... THANE 
FRINTCHRS (17): REM 


4 


END 


YOU FOR PLAYING" 
TURN ON CURSOR AGAIN 

DATAB. Six Be Sin Bu Fu Ba in Tn a Og Gu Fn in Bu Og Pu Bn Vu Sg On in Bu 7a On Dn 4a Ta 4 
8.2.,9,4.5 


YY+1, TH#:PLOTXX+1, YY+2, TCS 
YY¥+1,UB$:FLOTXX+1, YY+2, UCS 


oe 


“O 
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TOY FAIR 


Late January sees the staging of the toy world's most important show at | 
London’s Earls Court. It is there that the annual British Toy and oe 
Fair takes place and is the event at which the trade decide exactly 
_ products they will stock in the coming year — epimers prior to. 
‘Christmas, the toy trade's boom selling p 
But this year there was a new generation of toys taking over from the 
traditional type of toys in the shape of video games, home computers, _ 
. computer games and host hand-he . | asn't the | 
_ first time such oe Mi een in dis 








PARKER PILOTS veseninct 
GAMES 


Parker is one of the relatively newer arrivals 
on the video games scene but have 
entered the market in a big way. Right from 
the start they seem to have got their policy 
right by anticipating the fall-off in sales of 
video games hardware in favour of the 
home computer. Instead of continuing 
solely with VCS games they made the 
wise move of producing their best selling 
(and also new) titles for the most popular 
home computers. Of course, they are still 
bringing out products for the Atari 2600 
VCS, Intellivision, Colecovision and Philips 
G7000. 

But the news for 1984 is that the 
Spectrum with Interface 2 will be a big 
favourite this year and as a result Parker is 
to bring out several cartridges to plug into 
this new Spectrum extra. 

Currently in production are two arcade 
style games, the very popular Gyruss and 
another game in the Star Wars vein, Star 
Wars — the Arcade Game. From the word 
go it’s always been Parker’s policy to pro- 
duce games software based on original ar- 
cade games or to get the rights to develop 
games from films. 

Due for release in August Parker pro- 
mises to reproduce the video game Gyruss 
as faithfully as possible to the original 
game. If they succeed it should prove to be 
a great game. The concept of the game is 
an alien shoot out theme — but with a dif- 
ference. The action happens around the 
centre of the screen. You control a space 
ship and must shoot the aliens as they fly in 
an ever increasing spin outwards over the 
screen. But you dodge the red coloured 
aliens — these are the bad boys and if you 
make contact with them your ship is blown 
up. Bonus points are given for staying alive 
over a certain length of time and if you 
shoot down particularly nasty aliens. For 
true arcade fans Gyruss will definitely be 
an addictive game. 

Star Wars — the Arcade Game looks 
set to be a winner too, providing the 
transferral process to VCS and computer is 
not too restricting. 

The scenario of this Star Wars adven- 
ture is the famous trench and you are in 
command of Luke Skywalker’s craft. You 
must navigate the ship down the trench, 
blowing up the red fire balls on your flight 
path in order to survive. At the end of the 
trench you must fly your ship down a shaft 
and destroy the Death Star. You have the 
option of flying to various planets in the 
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galaxy with difficulty levels varying on 
each planet. You have to guide your craft 
through space, shooting down Federation 
Fighters which zoom up in front of you. 


.l he original game has a 3-D effect which 


makes your dabble with death particularly 
frightening and realistic. 

Both these games should be available 
for the Atari range of home computers, the 
Spectrum 48K (Interface 2) and Com- 
modore 64 later in the year. They will also 
be available for use on the Atari 2600 and 
Colecovision. So look out for more news of 
these brand new games in future editions 
of Games Computing. 

At the moment Parker plans to stick 
with the Spectrum, CBM 64 and Atari 
(Texas too) as their hardware base for 
games development. There are no plans to 
produce games for the BBC micro because 
Parker feel that currently that machine is 
well catered for in software terms and 
believe it is more of an educational com- 
puter than a games computer. 


ATARI ACTION 


With the label of market leader sticking 
firmly to Atari it looks like their main worry 
for the future is to continue to produce 
good quality software for both the VCS 
type or systems and computer systems. 

At the Toy Fair Atari was heavily in 
evidence with their entire range of new 
games on show. The latest addition to the 
VCS range are two games. One is the first 
in the Peanuts series and is called Snoopy 
and the Red Baron. The second is the now 
well known Mario Brothers which is a 
development from the arcade hit, Donky 
Kong. 







Released in early January, the first 
game is all about Snoopy taking on the Red 
Baron — inhis kennel? What will they think 
of next? Snoopy’s mission is to recover his 
stolen food supplies of hamburgers, ice 
cream cones, and popcorn from the Red 
Baron by sharpshooting the Baron down. 
When the Baron drops any morsel of food 
you must watch carefully and catch it by 
touching it with Snoopy’s doghouse. 
Vigilance is needed because the wicked 
Baron also makes sneaky drops of skulls 
and cross bones — and if you catch either 
of these you lose all the supplies you've so 
far recovered. 

Naturally you score points for shooting 
the Red Baron and collecting food supplies 
plus bonus points at the end of a round. 

This is a one player game and costs 
£19.99. It really is aimed at younger 
children and will make a good game for 
that age group. 

In the Mario Brothers you must help 
the two of them, Mario and Luigi get rid of 
pests infesting their house. There are 
several different types of pests to get rid of 
including shell creepers, sidesteppers and 
fighterflies. Each variety has to be tackled 
in a different way in order to destroy them. 

Points are scored for knocking pests 
off the floor levels, collecting coins and 
bonus wafers for outwitting the icecream 
man called Slipice. 

Once you start earning bonus objects 
like wafers the points up for grabs get real- 
ly high. Altogether there are eight skill 
levels and you can play either by yourself 
or rope a friend in to play with you. This 
game is more expensive than Snoopy, 
costing £29.99 and it will be on sale from 
February. 


KIDS KEY PADS 


Specially for very young children comes a 
new venture from Atari with educational 
games and a Kids Controller. 

The games have been designed to 
teach children the basics of counting and 
letter recognition. So far three games are 
on sale, Cookie Monster Munch, Alpha 
Beam with Ernie and Big Bird’s Egg Catch. 

Each of the games is fun to play yet has 
a purpose to them and shou!d make early 
learning fun to do. They would be ideal for 
a mother to play with her young children 
and will keep them busy but won't waste 
their time. 

For in Cookie Monster Munch the idea 
is to teach the basics of addition and sub- 
traction. The child controls the cookie 
monster and makes him pick up cookies, 
put them in the cookie jar and count them 
as he munches them one at a time. 

The Kid’s Controller has been specially 
developed for small fingers to use. The 
controller is rectangular in shape and made 
of brightly coloured plastic. On each one 
there are a selection of numbered buttons 
over which you must place an overlay cor- 
responding with whatever game your child 
is playing — they come with each in- 
dividual game. They are especially attrac- 
tive to children with a funny illustration of 
the game appearing on each overlay card. 

In Alpha Beam with Ernie the object is 
to pick up and place letters which are 
floating in space (on screen) in the cor- 
responding fuel bays in the space ship. 
Again you use the Kids Controller to 
operate the game and by playing the game 
young children will learn to recognise the 
letters of the alphabet. 

Finally, Big Bird’s Egg Catch is the 
newest of the Sesame Street library. The 





aim of this game is to teach children visual 
skills needed for early reading and problem 
solving. The child must help Big Bird catch 
white and golden eggs thrown down to 
him in order to help him win the Country 
Fair Egg Contest. For every egg he catches 
the child scores a point (five for a golden 
egg) and the child must manoeuvre Big 
Bird to stand under a chute to catch each 
egg — otherwise it will fall to the ground 
and smash. 

There are 10 skill levels and games for 
one or two players and is once again played 
using the Kids Controller. Atari say that 
this game ‘helps impart a sense of timing 
and direction, together with improving 
hand and eye-coordination’. 

If you buy the Kid’s Controller 
seperately it will cost you about £15, but 
Atari is currently running a special offer 
whereby you can buy both the controller 
and the game together for £29.99. Each 
individual game costs £19.99. 


ATARISOFT 


Atarisoft — that’s the new name given to 
Atari's range of computer games 
developed from existing VCS games. 

So far the firm has concentrated in pro- 
ducing software for the Commodore 64 (in 
cartridge form) — titles include Centipede, 
Defender, Dig Dug, Pac Man, and 
Robotron 2084 and all are out now. For 
the TI/994a, also in cartridge form, are 
Defender, Donkey Kong, Pac Man, Picnic 
Paranoia and Protector II. The VIC 20 has 
the same games as the CBM 64 plus 
Donkey Kong, while the Spectrum has 
cassette versions of Galaxian, Pac Man 
and Ms Pac Man. 

But the latest computer to receive at- 
tention from Atarisoft is the BBC. Unlike 
Parker Video Games Atari has decided to 
produce some of its games for the BBC 
machine despite the fact that it already has 
an extensive base of games available for it. 
Coming soon for the BBC Micro are titles 
like Dig Dug, Donkey Kong, Ms Pac Man 
and Pole Position. 

Prices of the games from Atarisoft 
range from £14.99 for the Spectrum 
games to £19.99 and £24.99 for the 
other games. Prices for the BBC games as 
yet are not fixed. Don’t forget to watch out 
in Games Computing for reviews of these 
games in future issues of the magazine. 


YOUR VERY OWN 
ROBOT 


Specialists in electronic toys Tomy has 
come up with a marvellous creation which 
wil keep children and adults alike quite for 
hours. 

The firm’s voice recognition robot call- 
ed KI-KU ZO on its front looks a bit like the 
android that soared to fame in the space 
fiction film Star Wars. He’s a bit smaller 
though and is made of blue and white stur- 
dy plastic. But inside he’s full of the very 
latest in voice recognition electronics. 

You can make him obey your every 
(well, all of eight) command(s), by first 
programming him to respond to such 
things as: stop, talk to me, pick up, put 
down, go forward, go back, turn left and 
turn right. You do so by pushing the eight 
yellow buttons located on his control panel 
on the front of his chest, and by speaking 
through a hand-held receiver. 

When he moves, or listens to your 
voice you'll see his eyes light up and start 
flashing. He looks like quite a friendly soul 
and one that | can imagine many people 
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will want to have around the house! The 
only slight drawback is the price. It current- 
ly stands at £35 which is a lot of money, 
but when you compare it with the price of a 
video game cartridge it doesn’t sound so 
unreasonable. The question to ask, of 
course: is how long will its novelty value 
last 


3-D GAMES 


A 1984 best-selling range could well be 
the Tomytronic 3-D Games from Tomy. 

These are superb electronic hand-held 
games featuring 3-D graphics and one 
with stereo sound during play. Tomy have 
really excelled themselves with their new 
game Stereo Sky Fighters, an advanced 
development on a similar 3-D game 
brought out last year. The 3-D effect is 
tremendous as planes fly towards you and 
loop the loop across a three dimensional 
screen. 

The stereo version has _ individual 
sounds for the planes and the machine 
gunfire, as well as two bi-planes that loop 
and loop. Although this toy costs about 
£30 you'll find it totally addictive and 
won't be able to put it down for ages. 

Other similar games in the range in- 
clude Sky Attack in which you control 
three laser firing tanks and you must use 
these to shoot down the enemy craft, or 
you can avoid them by dodging across the 
screen. There’s also a car racing game call- 
ed Thundering Turbos with special buttons 
for speeding up and slowing down your car 
as you race around the dangerous twists 
and turns of the course. Planet Zeon sees 
you in command of a space fighter fleet 
and you must destroy the enemy craft and 
capture the alien fuel tanker too. Allin 3-D. 

The other brand new addition to the 
range is Shark Attack and is based on the 
Sky Attack game. In Shark Attack what 
seem like hundreds of wide-mouthed 
sharks are attacking three divers, which 
you control. The divers have special spears 
to defend themselves from the sharks — 
use these to kill the sharks before they 
devour your divers. You can also avoid the 
sharks by dodging across the screen so 
that you miss being swallowed up by those 
great big jaws. The visual effects are so 
realistic that when a diver gets eaten you 
can almost feel those teeth sinking into 
your own flesh! Definitely not one for the 
squeamish. The price for this game is 
about £27. 


BANDAI BOOST 


Another electronic toy manufacturer 
showing their range of new toys for 1984 
is Bandai and they appear to be an enor- 
mous improvement to the firm’s range. 

Bandai’s pocket sized arcade games 
have been improved not only in looks, but 
also in playability with several new varia- 
tions to the theme. Most noticeable is the 
mini hand-held game Space Centurian 
Gundam which consists of three screen 
games with joystick controller, a coloured 
screen background, sound effects and 
three phases of battle scenes in one game. 

Similarily Bandai’s version of the 
sucessful arcade hit Zaxxon shows a 
marked improvement with an_ in-built 
watch to boot. 

In this game there are two different 
battle scenes displayed in Icd graphics, a 
joystick controller and sound effects. The 
game incorporates a three dimensional ef- 
fect and five different game patterns. In 
addition you'll find buttons for firing 


missiles and dropping bombs on the un- 
suspecting enemy. 

But a completely new addition to Ban- 
dai’s range are the table top style arcade 
games. These are styled to look like coffee 
tables with arcade games incorporated in- 
to them, only the Bandai band are on a 
miniature scale. They have a look all of 
their own with the screen located on the 
‘top’ of the table and the control buttons 
situated on the side of the table. 

First off, there’s a three colour floures- 
cent game called Dynaman with a joystick 
controller, an attack button and sound ef- 
fects. The object of the game is to kill off 
the enemy using your dynarockets and 
dynarobot and survive for as long as possi- 
ble from enemy fire. 

Others in the range, with the same 
facilities except for the three colour display 
are Toutankhamon and Space Guardian 
Gundam. In the first you hve to find the hid- 
den treasure of Toutankhamon going 
through five different scenes. You must 
climb up a number of levels with a pyramid 
collecting things on your way and avoiding 
sudden dangers. 

In Space Guardian Gundam there are 
three scenes in which to play for your life. 
In the first you must shoot the enemy 
spaceships and avoid all missiles fired by 
them. And in the second and third scenes 
you continue your onslaught to victory — if 
you’re lucky. This game features a similar 
coloured screen background to Space 
Centurian Gundam as well as the standard 
joystick controller, sounds button fire and 
built-in clock. 


MORE FROM BANDAI 


Still remaining with this theme is 
another game in the range of Bandai pro- 
ducts, the arcade, two-player arcade style 
Space Guardian Gundam. This time it’s the 
guardian against the Zions (whoever they 
may be) and its features include four bright 
colours (white, red, blue and green), two 
battle scenes and a game for two players 
or two skill levels for one player. You can 
also adopt one of two strategies, defence 
or attack — it’s up to you. Again this 
games has a built-in joystick controller. 

Finally, Bandai has come up with an 
electronics robot game. Made out of 
chunky white plastic, with jointed arms, 
legs and chest the Icd game is located in 
the centre of his chest. There are three 
phases of battle scenes to play and you 
have to build up the robot as you play the 
game virtually following the story line. In 
the first part of the game you must make 
your robot avoid the missiles (the robot 
character is featured in the lcd game) and 
you must win the first to make up your 
own robots shoulders. Win the second to 
get the legs and so on. 

You are told which part of the robot’s 
body to add next by a sign on the screen, 
but you can only add on a piece of his body 
by actually winning the phase of a game. 
And it’s only when you finally win the third 
and last phrase that you will be able to 
completely build your robot. 

So you'd better make sure your arcade 
playing is right up to scratch or else you'll 
have loads of arms and legs all over the 
place! 


So that’s what to expect in the shops later 
in the year. Remember that most of the 
toys will not be appearing in the shops until 
after the middle of 1984 so you will have . 


to wait and see for yourself what they’re ¢ 


like to play. 
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PROGRANIMABLE 
JOYSTICK *, 
INTERFACE “=>, 


for Le 
Spectrum 
or ZX81 


AGF PROGRAMMABLE INTERFACE PACKAGE CONTENTS SUPPLIED 


Recognised as the only true Hardware 
Programmed joystick interface this product 
offers all the features associated with such a 
design. 

You can use any Atari-compatible joystick 
controller with any software for your Sinc- 
lair Spectrum or ZX81, not just those witha 
joystick option. 

Movement of the joystick is recognised by 
the computer exacrly the same as pressing 
the appropriate control keys, and can there- 
fore give the most immediate response to 
that movement. The hardware programmed 
design works with all possible key-reading 
methods, both BASIC and Machine Code, 


Eight directional movement, with or with- 
out the fire button being pressed, can be 
achieved by only programming the left, 
right, up, down and fire keys required by 
the game. 

Programming is achieved by a two-digit code, 
which is looked up on the Programming 
Chart supplied, for éach direction and firing 
button, These two numbers are then sel- 
ected on a pair of leads which are clipped 
onto appropriately numbered strips on the 
interface. 


Once configured this can be marked onto a 
Quick Reference Programming Card for 
storing with the game. As the programming 
is not power dependent the interface can be 
immediately used when next switched on. 











@ Programmable Interface Module as illus- 
trated, complete with clip-on program- 
ming leads. 

® Self adhesive programming chart detailing 
how to define which key is simulated by 
UP, DOWN, LEFT, RIGHT, and FIRE. 





@® One pack of ten Quick Reference Pro- 
gramming Cards for at-a-glance setting 
to your games requirements, 


S97. 6°3-@ ore r es we w= 


Treille 
Ttreji-~ 


— ae te om « 


® 12 months guarantee and full written 
instructions, 


The keyboard remains fully functional and KEY FEATURES ONILY Y 

can be used simultaneously with the joy- /y tl 

stick. * Programmable design gives TOTAL soft- 1G 95 =) 

An integral rear expansion connector means Wate See D Ors: : a o—_ iy J 

there is no need to remove the interface to * Accepts Atari, Competition Pro, Wico, S- — 

connect other peripherals. Starfighter, Quick Shot, Le Stick etc. +£°44 P&P y 

NB. A recent design improvement now * Rear extension connector for all other > Ss 

means that the AGF Programmable Interface add-ons. : a, rs 
works with the new Quickshot II rapid * ree demo program and instructions. ZL eR 
“Auto Fire’ feature. | fe LD 


Quickshot Il. Joystick ~— \~~)/ 


NEW IMPROVED GRIP: BUILT-IN STABILIZING SUCTION CUPS : Ss oe 


TRIGGER FIRE BUTTON : RAPID AUTO FIRE SWITCH : TOP FIRE-BUTTON 


eee, ee ee 
ary 


PACK(S) QUICK REFERENCE CARDS 


2X81 U ZX SPECTRUM L) Please tick 
DEALER ENQUIRIES WELCOME EXPORT PRICES ON APPLICATION 









FINAL TOTAL 






GAMES COMPUTING APRIL 1984 8&1 








Grab your guns and start slinging in this 
great arcade game for the TI99/4A. 

It's a version of a very popular arcade 
game in which you control two cowboys 
who are out to shoot each other down. Our 
version of Gunfight is a two player game in 
which joysticks are used instead of the 
keyboard making it much more interesting. 


RUNdown 


.colLineS Action 
180-230 Sets up the variables. 
=—240-290 Sets colours. 
“300-390 Sets characters. 
te 500-740 Sets up screen. 
eeu a 750-1150 Main control loop. 





1160-1450 Controls gunfire, death and 
the cross which appears. 









1460-1560 Loop for music. 
1570-1670 Controls results and new 
game. 


Variables Used 


= Row number 2nd man. 
= Column number 2nd man. 
= Row number 1st man. 
= Column number 1st man. 
PlandPO= Setup scores. 


Conversion Clues 


The following commands should help you 
to sort a few things out in the program 
which will make conversion to other 
machines easier. 


os 
- 
—_—_-_——. 
aie ae. 
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CALL COLOR (A,B,C) Sets. character 
group A to foreground colour B and 
background colour C. 

CALL KEY (0,K,S) Input from keyboard or 
joystick button, key pressed is K, S tests if 
key has been pressed and returns O if no 
key has been pressed. 

CALL CHAR (X,n$) Defines ASCII code X 
to hex string n$. 

CALL SOUND (D,N,V) Creates a sound of 
D milliseconds, frequency N, volume V. 
CALL CHAR(Rn.Cn,A,N) Places character 
A at row number Rn and column number 
Cn and repeats if N number of times 
horizontally. 

CALL VCHAR (Rn, Cn, A, N) Works the 
same as HCHAR only repeats vertically in- 
stead of horizontally. 

CALL GCHAR (Rn,Cn,N) Equivalent of 
Peek, assigns ASCII code of character at 
row and column stated to numeric variable 
N, 

CALL CLEAR Clears the screen. 

CALL SCREEN (C) Colours screen colour 
(C)., 

CALL JOYST Equivalent of call key but ac- 
—cepts contrel of joystick. 
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1€@@ REM by BLW.CAVIS 
11@ RANDOMIZE 
i2z@ CALL CLEAR 
13@ PRINT "GUNFIGHT": : "CONTROL THE MEW Ue OR DOWN": "WITH YOUR JOYSTICKS AND": "SH 
OOT WITH THE FIRE BUTTONS, " 
14Q@ PRINT "YOU HAVE Sis SHOTS ERCH": "BEFORE ‘YOU CAH RELOAD": "BY PRESSING FIRE AG 
AIN.* © "PLAY WITH ALPHA LOCK UF." 
15@ PRINT "YOU CAN AVOID BEING HIT BY "<"HIDIMHG BEHIWHO A CACTUS BUT": "DO HOT STA 
Y THERE FOR LOWG." 
16@ PRINT "YOUR SCORE IS DISPLAYED AT”: "THE BOTTOM OF THE SCREEN." "THE FIRST ON 
E TO GET SIX IS THE WINHER. " 
i7@ INPUT "PRESS ENTER TO START" -E% 
188 K=5 
138 L=2e 
2Be@ M=16 
2£l@ Nad 
ee@ Pl=48 
eae Po=46 
246 CALL CLEAR 
226 CALL SCREENS <> 
2e6@ CALL COLORY 14,15, 
CALL COLORC 15, 13; 
CALL COLOR 16,15, 
CALL COLOR 3.8, 
CALL CHARS 144. 
CRLL CHARRC 145, "2 
IVALL CARRS 146, " 
CALL CHAR 147, 
CALL CHARS 152, ° 
CALL CHARS 153." 
CALL CHARS 134 
CALL CHARS 155, "3 
CALL CHAAR. 1 S6)e.” 
CALL CHAR. iS?7. "6 
CALL CHAAR 136. "& : af 
CALL CHRREC LS. “LOSE aiehed 
CALL CARR 138, "SESEIC ed 
LAL SUARCLGS. MEE LEI Tee 
CALL CHARS 14 ee  aneae 
CALL CHREC 141." salechs 
CALL CHAR 142.” Pe 
CALL CHAR. 143, ' 
LALL CHAAR LSS, " 
TALL CHARS 1S. " 
FOR I=si1 TO 4 
PESO H. ! 
CALL HOHARRCH. i. 1445 
oe HOHARS H+1. Jt. 1453 
CALL HCHARCH+E, Wi. Lae 9 
CALL HOHRRCH+3, J. 147 > 
HExT 1 
BSc 
e253 
CALL HLCHARS 1. 
CALL HCHAR® 1, 24, 
(LALL HOCHARS S4.h: 
LALL chee Baie 
CALL HOHAR: M.A: 152). 
CALL HCHARS MN+1,.H; = 
CALL Joni aia N. 
CALL HIHARC 
CALL HCHARY M4 Ne 
CALL HCRARRC 24. 
CALL ACRARS K 
TALL HCHARC E. 
CALL HCHAR F 
CALL ACHARC 
CALL HCHARC Kk +3, 
CALL HOCHARS KK 
CALL JOWST¢ 
CALL JOYST¢ 2. vob? 
CALL KEY¢ 1.A,! 
86 CALL KeEYce#. 0.8. 
| TF Cells THEN Ss 
IF A=is THEN : 
IF (‘¥< 24 940 M4 OTHEN ase 
htl— 1 
IF ¢€¥< 3-4 94+¢€CM219°07THEN Sse 
rM=ti+ 1 
IF tWe $4 04+¢ k=4 97THEM 878 
K=ek—1 
IF (We >—494+¢K 2159 °7THEM 628 
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B86G K=kK+1] 

s89@ GOTO sea 

948 [TF B=S THEM 1238 

$918 CRALL HCHAR® M410. 155 > 

920 CALL HCHARS M4+L.h+).157 
93@ CALL SOUND SQ, 118, B.--. ta 
940 B=6+] 

935@ CALL HCHRRC 1.6. 329 

96@ CALL HCHARS M+1.N41. 352 > 
37@ CALL HCOHARY fet... 3 

98@ GOTO 1868 

Aga TF O29 THEN See 

1@@@ CALL HCOHARS K4+1.1. Leet 
1@i@ CALL HCHARE K4). LL. i415 
1428 CALL ‘SOUAMDS SQ. 110, a5, eo 
1@38@ D=D+1 

1Q@40 CALL HOHARC1.0,32 9 

{@S@ CALL HCHARY K+1.L-1, 

1868 CALL HCHARS Ki+1. L. tar. 
1@re@ GOTO 116@ 

14S8@ For Jette Tu se 

L838 CALL GCHAR M4. t. 6 2 

Ir CE> Las oa" E< 14a STHEH 
MALL HOCHARS MeL, 0. 158 2 
MALL HAGDHARS M4+1.70. 32 3 

IF CE Si43 240 E145 DTHEM 
MEXT I 
SOTO Se 

FOR IT=L~-e TO = 
CALL GCHARC K+1. 
| 2a Rae's ge a | 
CALL HCOARRE K4+1, 
TALL aoe 
IF CFYLIAS pe FS 
MExT 7 

IF (Beso PesS2THEH SBS’ ELSE 
TALL VWOHARC KL. 3e.2)> 

CALL HCHARC RK +e-L.d4o> | 

MALL WOHARC K43,1. 143 3 

PU HPI +4. \ 

IF FPIl#54 THEM JSrea 


~ 
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Be a eo] i» mM 
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S0THEN PSG 


Jf ho fo f 


NWA U A i) 


nr 
‘ 


0 


=z 


wet 
K=LTHT" € f-k+1 DERMIS 
GOSUB 1462 

CALL 'VCHARS 2, 

SATO 618 

CALL VCOHRRC [4. 

CALL HCHARG M+2. Le 
CALL HICHARS i+, & 

PO=PO+ 1 

IF PO=34 THEM it 

oS 

m=) 

MeLNTs c Y-s+1 DERHD O43 
GOSUB 1460 
CALL VOHARS 2.4. 32,223 
BOATO 616 
FOR “=1 TO ii 
READ FG. k. S 

480 CALL SOUNMDCR.R. Se 

1492 FOR DELAY=1 TO ft 

1808 HWEXT DELAY 

1518 NEXT 

1520 RESTORE 1558 

1338 RETURH 

1342 DATA 18, 1: 1359 2 13.21 
i 228 DATA en, 156, 168, 654,160,155. 168,400. 108.1586, 168. 788,250,156, 160,500.18 

188,185, 4A, 1 ae Ta,1735 

1sé0 DATA 400,108,178. 175. 480.108, 156. 168,658, 188,156, 166.488, 108,147.151,.988;18 
4.156,166 

1572 CALL CLEAR 

1568 PRINT “GOCD SHOOTING": "FIRST COWBOY WOM "I CHRO PIO; "_"5i CHRSC POD 

1298 GOTO i634 

16288 CALL CLEAR 

1610 PRINT "GOOD SHOOTING’: "SECOND COWBOY WON "s CHRS¢ POD) "_" i CHRECPI > 

1626 GOTO 1638 

1630 CALL SCREEMC 4 > 

1648 CALL COLOR. 3.2.12 

1652 INPUT "PRESS ENTER FOR ANOTHER GAME”: Es 

1668 RESTORE 

167@ IF Es="" THEM i8@ 
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: aid. DENNING (DUPLICATORS) 


Wizard 


Software A.J. DENNING 
CONTACT: (DUPLICA TORS) 


“THE WIZARD” GUALITY CONTROLLED CASSETTE DUPLICATING 


MY “7 22 CARNER ST.., 
Vie SHEFFIELD S1IFS QUALITY E SERVICE AT COMPETITIVE RATES 


A aie TEL: 0742-75273? QUALITY 


Constant Stringent checks Made Throughout 


Have you written a Production. 


program with that little bit SERVICE 
of magic ? If SO The Despatched Normally Within 10 Days From Receipt 


Of Master. 


Wizard is interested. Top PRICE 
Koyalties will be paid for C10 From 28p Including Case. 
Spellbinding games for C15 From 31p Including Case. 


a CONTACT US NOW FOR YOUR PERSONAL QUOTATION. 
Spectrum , Vic 20 “ 
A.J. DENNING (DUPLICATORS) 


Commodore 64 BBC OFT | 19 The Crescent, 
Electron. Henleaze, 


Bristol. 
BS9 4RW Tel (0272) 623267 





VALUE thats. 
: out of this. world. 


50 GAMES ON ONE CASSETTE. 


DRAGON - OOO Spectrum: ‘@oppic ATARI ORIC1 2X87. VIE 20 © 


ae Hire .——— — ee ee eee ee SE ES 
Seas. is impossible to Please send me by return of post, Cassette 50 at £9.95 

ie ne 50 tell you everything i EXPRESS DELI VER ow per tape. | enclose a cheque/postal order for 
ae: | ut The Qames on ORDER NOW 2 aaa —™ made payable to 















: CASSETTE - 50 but they include |f Cascade Games Lid. 
many types such as maze, arcade, saa ee ee 
missile, tactical and logic games, Marie Please debit ee. | val 
to suit most tastes in computer pala ~ ~~ my No| .. | 
game playing. ‘7 Address - = 

. CASSETTE - 50 will appeal to : i SPECTRUM ORIC-1 ZX 81 Vic 20 { 
eeepc me pl ele ——— eaeee" C}omsow Jott EJ we CI 

, entertainment for all the family at i ——$—$_—_— Post Code “as Cascade Games Ltd.. j 
a fraction of the cost of other Suite 4, 1-3 Haywra Crescent, Harrogate, 
computer games. -_ : j Country = = SS ascade North Yorkshire, HG1 5BG. England. | 

. Dealers & Stockists enquiries welcome. S Org‘ Telephone: (0423) 504526. GC 4/84 
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' 


Introducing five great new games As if that’s not enough, we've even 
from CCS guaranteed to give you plenty = created Abyss — a feast of excitement 
of trouble. rlalema)(e(e(aanel-|ale(am@ce)miglexom gee l= (— 

b (olUM | Kelsi glen (cm a mialane)ce)a)ie)itiea defy the evils to be found beyond the 
days of Gangsters — if the cops don't Mountain of the Golden Lion. 
get you, your rivals will. Iry keeping So if you want trouble — we've got 
your head above water in Brewery — a the games. 
game all about liquid assets. We'll try All available for Spectrum 48K at £6 
our hardest to sink you in Plunder — a (Abyss £5). Selected titles available from 
world of Elizabethan piracy. And. we're V/H. Smith, Boots, Rumbelows, Greens 
sure Battle 1917 is more than a match for and all good computer shops or: 
anyone — it should be — it won the Cases Computer Simulations Ltd., 
Cambridge Award. ou 14 Langton Way, London SE3 7TL. 
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= STRATEGY GAMES 


Soccer 











CL Strategy Games. oe 
a They’re no pushover. — 

















BLAST IT 


Disarm bombs with a wire guided robot, 
bombs must be disarmed in order within a 
diaatoMlineliemem(-\'-)-me)m e)t-\\mallelam-iee)¢-m tle) (-9 


CORE! 


A three part game, move left and right as 
WJo]ume(-t-le-1alemialcelslei am ig(-mej (eb le\-mmelicel-m- lao, 
1-10) 0) f-1g|-\- en ©] am (om (a> Mer: \U >t ale Mer-\Y-) gal 
then through the 3-D maze to the Core. 


FRUIT MACHINE 


Oyat-e-Teaamel-lalelim@-jisnleirclilelamicrlillalaleme-lalelees 
hold, nudge and gamble. ‘Reels’ are fixed 
ale mer-lame)-m(-1-(6a)@ele) mane) iiesmi-me-lsle(esae 


UFO 


Blast the aliens as they appear from hyper- 
space, features 3 levels of play, refuel etc. £4.95 


SY | DY 

Score points as you collect potatoes without 

re[=)adiale Merle lela @iamial-m-jal-lele)) mer) ae) mial= 

setting sun or falling into your trench. £4.95 
MUNCHER 

110, Ob//m aat-(eialia(-merele(-mer-lsn(-maal-Ldigle me (elelemel-— 

ve) (a(-M-Jo)0 | alo m-lalemel¢-le)alomr-lei|iit(-1- mel mial~ 

64. Munch your way around the maze 

EW ellellarem (al-We] ales) P= (or £6.95 


Send Cheques and Postal Orders to: 


CHRISTINE COMPUTING, 6 FLORENCE CLOSE, 
WATFORD, HERTS WD2 6AZ 
Tel: Watford (0923) 672941 
ad (=f tooME- (0 (0 Mele) OM ads 4 aml 0)=1 0) (0(-1 6 





MUD is not a dirty substance found in your 
garden. It is the acronym for Multi-User 
Dungeon, perhaps the greatest adventure 
game yet written. 

In the usual adventure vein you are 
transported to a fantasy land with the 
keyboard becoming your hands and feet 
and the screen your six senses. The com- 
puter needed to run MUD is a DEC 10, (a 
business Mini-computer), however, you 
can log into aremote DEC usinga modem. | 
don’t expect many Games Computing 
readers have a £1%m mainframe and 
besides, it isn’t much fun to play by 
yourself because MUD is multi user, which 
means that many people can play it by log- 
ging in either at the computer's site or by 
using a computer and a modem from 
anywhere in the world to play. 

In the adventure you can meet other 
people's projections into this make-believe 
world. | have joined the game and so, for in- 
stance, if my character, Thor, wishes to 
open the portcullis butis not strong enough 
he can ask Zaal to help him. | have never 
met the person who plays Zaal but have 
had the odd chat with him in a CB sort of 
way. With another player's help | should be 
able to get through the portcullis. 


MUD MUD GLORIOUS 
MUD 

MUD is huge, so huge that it uses more 
memory than Essex University, where it 
resides, and it can only be run after mid- 
night and at weekends when the demands 
on the computer are reduced. The adven- 
ture has hundreds of locations and objects 
with an extensive vocabulary. In this fan- 
tasy world treasure lies in many nooks and 
crannies, but beware — all that glisters is 
not gold — even the golden eagles egg 
traps you. This sticks to your hand so that 
you can’t drop it. If you try to eat the egg 
you are informed that this is a golden egg, 
not a hard boiled one! The only way out Is 
to give it to someone who must then pass 


jt on and ad infinitum, or quit. Virtually 


Curious. . 


_ every clever comment seems to have a 
| reply. If you try the classic XYZZY com- 
| mand you are told that it is a very adven- 
| turous thing to say and that some people 
will try anything! 


A sleek black cat may wander into the 


room, again beware there are two black 


cats in MUD, one quite tame and quite 
easy tokill, the other a ferocious feline who 
will probably destroy you in the attempt. 
Remember a cat has nine lives so you have 
to type ‘kill cat’ ten times before you are in- 
formed ‘alright, alright, it's dead’. One use 
for a dead cat is to drop it in the swamp and 
claim some more points. You can save 
some time and trouble by just being 
. curiosity killed the cat. 

MUD is so full of these little touches 
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FILES 


Simon Rockman’s file this month focuses on a fascinating 
multi-user adventure game in which players can ‘talk’ to 
each other during play. 

Simon plays the game himself and gives you both an insight 
into MUD and some game-play tips. 


that you can never get bored. The ultimate 
treasure is the crown, worth 4500 points. 
This is hidden in the ever shifting swamp, a 
special maze because anything dropped 
sinks and so you can’t mapit out by leaving 
objects and seeing if you end up going in 
circles. You turn treasure into points by 
dropping it into the swamp. This means 
that no one else can pick it up and get it 
unless the game is reset and the treasure 
restored to it’s proper place. 

You can carry only a few objects at a 
time so you may have to choose between a 
treasure and a utensil such as a sword and 
hope that no one attacks you on the way 
back to the swamp or picks up the sword 
while you are gone. MUD has a type of 
character called a mobile. These are 
monsters controlled by the program such 
as the Dragon and the Vampire. To kill 
these a band of adventurers need to hunt 
down the creature hurling a combined 
strength to vanquish it. 


WITCHES AND 
WIZARDS 


When you quit your character is saved for 
later use so that you can build up ex- 
perience. You go through many levels such 
as Warrior, Hero, Superhero, Enchanter 
and finally up to wizard (or witch, there are 





female equivalents for most of the levels). 
The wizard is a very powerful character, he 
has the ‘WIZ MODE’ command which 
allows him to use magic, to move and pick 
up people and things, to cause or stop 
fighting, to force people to do things and 
generally take control. It is not unknown 
for a wizard to remove the cliff from the 
beach and put it down at the exit so that 
anyone entering the game falls to their 
death. 

Wizards do have a code of conduct and 
are supposed to reward people for putting 
up with their pranks. Wizards are unlikely, 
to mess with hand to hand combat, but for 
mortals this is a good source of points and 
provides interaction with the other players. 
Whole groups of people can join the fray all 
from the safety of their own terminal. 

MUD is free to play, if you do have ac- 
cess to a DEC 10 it can be obtained from 
Richard Bartle at Essex University. Other- 
wise you need a computer, amodemanda 
telephone. You can then link up and log in. 
Details on the Essex end should be 
available from: 


THE COMPUTER SOCIETY 
DEPARTMENT OF COMPUTER SCIENCE 
UNIVERSITY OF ESSEX 
COLCHESTER 
CO4 3SQ. 





GAMES COMPUTING APRIL 1984 


Answers 


3. WHO WANTS TO BE A DULL 


BOY, THEN? 

WORK PLAY 

PORK PLOY 

PORT PLOT 

PERT SLOT 

PEAT SOOT 
PRAT SORT 

PRAY WORT 
PLAY WORK 


4. TROUBLED WATERS 
lf you turn your calculator upside down 
and read the numbers they should spell 
out the word ’ ShELL OIL .’ 


5. COMPUTE LOG. 
COMPUTER LOG — SOLUTION 


Letters = rows across 
Numbers = columns down 


G12 ACORN BQ ZENITH 

KQ9 SPECTRUM E13 VIC 

G14 ATARI B3 ZXEIGHTY 
ONE 

KQ9 SHARP mil PEE 

KQ9 SINCLAIR C5 MODELA 

G13 TANDY H5 ACE 

G14 ATOM E6 ERNIE 

G14 APPLE C2 MR. BAB- 
BAGE 

D13 IBM C8 HAL 

D16 COM- 

MODORE M2 PEACH TREE 

D12 BBC M1 APRICOT 

18 DAI I5 WANG 

J14 LYNX A1l2 SANYO 

L7 DRAGON KQ9 SORD 


17 NEW BRAIN J8 ICL 


D15 JUPITER A8 ELECTRON 
C16 ORIC L16 SONY 

B15 NASCOM F1 = MERLIN 
G8 TEXAS C9 VOX 

F8 GENIE 














SICJHIO/OLL 

| TRA 

XBRS|C) LOIN 
ORaT 
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for March 


C4 AQUARIUS 
E10 PRIME 


6. YOUR NUMBER’S UP 

1, 10; 4 13,8: 

They are the numbers clockwise around a 
dartboard. 


7. JUMBLE SALE 

SAVED IN SCRAPE (Space Invaders) 
TIM GUN GOES CAMP (Games Com- 
puting) 

CRIMINAL SUSPECT ’‘R’ (Sinclair Spec- 
trum) 

MOOD CROME (Commodore) 


8. FERRY, FERRY INTERSETING 
Bogus can transport ail the items across 
the river. First he takes across the 
chicken. He returns alone, collects the fox 
and goes back to the chicken on the far 
side. He puts the fox ashore, and to pre- 
vent it being eaten, takes the chicken 
back to the original side with him. He puts 
the chicken back on the bank and rows 
across with the corn. Sure that the fox 
will not eat the corn, Bogus returns, col- 
lects the chicken and then rows back to 
join the fox and corn. Simple? Bogus is 
still sitting on the wrong side of the River 
Ella! 


Readers with eagle eyes will have spotted 
a few discrepancies in the last couple of 
issues as far as the Puzzle Page goes. For 
instance in our March edition there was a 


No.9 entitled Falkovia Rules — which 
was, in fact, an answer to a previous 
issue. We have no excuse, but can only 
apologise to you, and Lou and Les Falk. 





9. CROSS NUMBERS 































ARCADE ACTION AND 
3D SPACE ADVENTURE... 


| ee pa REP Blade 
Blade Alley ‘es 















| Six different 
m™ screens of 








m incredible 3D 





AIL ORDER Ma arcade action 


SPECIAL 





S N... be a al : fas featuring: 
wow & 4:95 ~ ieee men Asteroids, 
= Tie Fighters, 
space 
g Hoppers, 
The Guardian Banking 
You are at the ra spaceships, 
Gateway tothe _” coon 3D 
Anti- Matter | 
World of Migon ore Ul 
do you dare enter 


compatible. 
swooping 
low into the 
defensive 
trench, you 
nudge 
your gun - 
sights onto 
the alien 
craft 
hurtling 
toward 
you.... 


£9°95 


will you survive ? 





| ARCADE ACTION FOR SPECTRUM 48K 


A 











PSS, creating programs 


for SPECTRUM, ZX&i, 
ORIC 1, COMMODORE 64 
& BBC MICRO. 

















NAME PLEASE SEND ME 
ADDRESS BLADE ALLEY [_] SPECTRUM 48K £5-95 
ie ~— THE GUARDIAN [_) SPECTRUM 48K £4-95 
[ENCLOSE TOTAL REMITTANCE OF__.-..-.-.---- 





MAKE CHEQUE OR P.O. PAYABLE TO PSS. 
INSTANT CREDIT CARD SALES TEL(O203) 667556 
SEND TO PSS, 452 STONEY STANTON RD.. 
COVENTRY CV6 5DG 































You are in an airship that has a hole init and 
is losing height rapidly. If you don’t climb 
soon you will crash into the chimneys, but 
wait, what happens if we throw out all that 
Government gold we are carrying? 

And so the scene is set. Your airship 
must drop its bags of gold out to gain 
height, but as gold is fairly expensive you 
must drop it into the very chimneys that 
you are in danger of crashing into so that 
they may be recovered! 

When a bag of gold drops into a 
chimney you gain height. Miss the target 
and you will continue your decent. 


92 


RUNdown 


Lines Action 

10-90 Set variables 

100-380 Instructions 

390-490 Define CHARacters and 
COLORs 

500-680 Set up screen 

690-780 Draw chimneys 

790-860 Plot chimney pots 

870-1000 Check for drop, crash, and 


movement of airship 
1010-1170 Crash routine 
1180-1450 Drop routine 
1460-1540 Movement of airship after 
suitcases have dropped 
1550-1590 PRINT at routine 
1600-1620 DATA _ for 
CHARacters 
1630-1790 END routine 
1800-1930 Play again 


defining 





Variables Used 


SCORE, LIVES Self explanatory 


HISC Highest score 

J,1,DEL,DELAY,Z,H FOR/NEXT loop 
variables 

R,D Height of chimneys 

RO,CO Coordinates of 
suitcases 

ROW,COL coordinates of airship 

Ms$,F,G PRINT at loops 

Q$,A$ INPUT loops 

K Read KEYboard 
variable 

GET Used in CALL 
GCHAR 


Conversion Clues 


lf you are going to convert this program for 
another computer it will be difficult, but 
remember that the TI-99/4A has a 24 by 
32 screen and uses user-defined 
characters. Here are the commands used 
and their explanations. : 


CALL CHAR(ASCII code number, hex- 
adecimal string). Used in defining the 
characters where the ASCII code is the 
character to be re-defined, and the hex- 
adecimal string is the bit pattern of the new 
character. 

CALL HCHAR(row number, column 
number), ASCII code, number of repeti- 
tions. This will draw a horizontal line com- 
posed of the specified character. 

CALL VCHAR(same as HCHAR). This is 
the same as HCHAR but will draw a line 
vertically. 

CALL GCHAR(row number, column 
number, numeric variable). Reads the 
character in the specified screen location 
into the variable specified. 

CALL CLEAR. Clears the screen. 

CALL SCREEN(colour code). Changes the 
screen colour to that specified. 

CALL COLOR(character set, foreground 
colour, background colour). Changes the 
colour of characters on screen. 

CALL SOUND(duration, frequency, 
volume). Activates the sound generator. 
CALL KEY(key unit, numeric variable, 
status). Equivalent to INKEY or GET. 
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‘699 REM DRAW CHIMNEYS 





10 REM AIR-SHIP RESCUE 
20 REM INITIALISE ; 
30 SCORE=0 = 

40 HISC=0 rte \. 

50 LIVES=3 Qos 

60 R=7 C7 

70 D=9 

B80 ROW=4 

90 COL=29 

100 CALL CLEAR 

110 M$="DO YOU WANT INSTRUCTION? (Y/N) ” 

120 F=11 

130 G=1 

140 GOSUB 1550 

150 INPUT As 

160 IF AS="Y" THEN 180 

170 IF A$="N" THEN 390 ELSE 100 

180 CALL CLEAR 

190 PRINT (“UG OOOIOOIOIOIIOIDIDIOOIOOI IGG: 

200 PRINT "AIRSHIP RESCUE BY D.& J.HUNG": 

210 PRINT ("OOOO snr 

220 PRINT "YOU ARE A CAPTAIN OF AN": "AIRSHIP WHICH IS CARRYING": "SUITCASES OF GO 
VERNMENT’S": 

250 PRINT "GOLD WORTH $10,000 EACH AS": "YOU ARE CROSSING THE NORTH": "SEA, YOU REA 

LIZE THERE IS A": 

240 PRINT "HUGE HOLE AT THE SIDE OF THE": "SHIP.IT IS LOSING A LOT OF": "HEIGHT AN 

D IS GOING TO CRASH": 

250 PRINT "AGAINST THE CHIMNEYS BELOW. ": "THE ONLY THING YOU CAN DO": "NOW Is TO T 

HROW THIGS OUT"::: 

260 PRINT "PRESS ANY KEY TO CONTINUE": 

270 CALL KEY(0,K,S) 

280 IF S=0 THEN 270 

290 CALL CLEAR 

S00 PRINT "YOU HAD THREW ALMOST EVERY": "-THING EXCEPT THE GOLD, BUT":"THE SHIP IS 
STILL LOSING ": 

$10 PRINT "HEIGHT FAST.YOU’VE TO THROW": "THE GOLD TOO."::"YOUR TaSK IS To THROW 
THE ": "SUITCASES INSIDE THE CHIMNEY": 

320 PRINT "SQ THE NAVY CAN COLLECT THEM": "AFTER.IF THE SUITCASES LAND": "IN THE S 

EA NO ONE IS EVER" 

S30 PRINT "GOING TO FIND THEM."::"USE THE SPACE-BAR TO RELEASE": "THE SUITCASES. " 
:"NOTE: THE SHIP WILL ONLY GAIN": 

$40 PRINT “ANY HIEGHT IF THE SUITCASES”: "LAND IN THE CHIMNEYS. YOU": "GET AN EXTRA 
—-LIFE WHEN YOU": 

350 PRINT “REACH 300 & SOO POINTS. "::: 

360 PRINT " PRESS ANY KEY TO BEGIN” 

370 CALL KEY(O,K,S) 

380 IF S=O THEN 370 

390 CALL CLEAR 

400 REM DEF CHARACTERS & COLOURS 

410 RESTORE 1610 

420 FOR I=1 TO 7 

430 READ N,NS 

440 CALL CHAR(N, NS) 

450 NEXT I 

460 CALL COLOR(13,14,1) 

470 CALL COLOR(14,3,1) 

480 CALL COLOR(15,9,1) 

490 CALL COLOR(16,6,1) 

SOO CALL SCREEN(16) 

510 CALL HCHAR(15,1,152, 32) 

S20 CALL HCHAR(16,1,153, 256) 

S30 M$="SCORE "&STRS (SCORE) 

540 F=1 

S50 G=21 

S60 GOSUB i550 

S70 M$="HI*SCORE "&STR(HISC) 

580 F=19 

590 G=10 

600 GOSUB 1550 

610 M$="LIVES "&STRS (LIVES) 

620 F=1 

630 G=2 

640 GOSUB 1550 

650 FOR J=2 TO (LIVES-1)*2 STEP 2 

660 CALL HCHAR(2,J,144) 

670 CALL HCHAR(2,J3+1,145) 

680 NEXT J 


Loe 


700 FOR J=3 TO 28 STEP 3 
710 IF R>=10 THEN 1010 

720 CALL VCHAR(R,J,136,D) 

730 CALL VCHAR(R, 6, 32, 2) 

740 CALL VCHAR(R, 6, 32,2) 

750 CALL VCHAR(R, 12,32) 

760 CALL VCHAR(R, 18, 32,3) 

770 CALL VCHAR(R, 24,32, 4) 

780 NEXT J 

790 REM PLOT CHIMNEY POTS 

800 FOR J=5 TO 28 STEP 6 

810 CALL HCHAR(R,J, 128) 

820 CALL HCHAR(R+2, 6, 128) 

830 CALL HCHAR(R+1, 12,128) 

840 CALL HCHAR(R+3, 18, 128) 

850 CALL HCHAR(R+4, 24,128) 

B60 NEXT J 

870 REM CHECK FOR DROP OR CRASH 
880 CALL KEY(0,k,S) 

890 RO=ROW 

900 CO=COL 

910 IF K=32 THEN 1220 

920 IF COL<=2 THEN 1140 

930 CALL GCHAR (ROW, COL, GET) 

940 IF GET=128 THEN 1040 

950 IF GET=136 THEN 1040 As ; 











ee) 


960 CALL HCHAR (ROW, COL+1,32,2) 
970 CALL HCHAR (ROW, COL, 144) 






















1000 
10190 
1020 
1030 
1040 
10590 
1060 
1070 
1080 
1090 
1100 
11190 
1120 
1130 
1140 
1150 
1160 
1179 
1180 
1190 
1200 
1210 
1220 
1230 
1240 
1250 
1260 
1270 
1280 
1290 
1300 
1310 
1320 
§ 13350 
4 1340 
1350 
1360 
1362 
— 1364 
Jus 1366 
i370 

1380 

1390 

\ 1400 

| 1410 
; 1420 
1430 
1440 
14590 
1460 
1470 
1480 
1490 
1500 
1510 
1520 
15350 
1540 
1550 
1540 
1570 
1580 
1590 
1600 
1610 


1620 
1630 
1640 
1450 
1660 
1670 
1480 
1690 
1700 
1710 
P1720 

.1730 
11740 
411750 

} 1760 
SAVE 
1770 
1780 
1790 
1800 
1810 





1820 
1830 
«11840 
\ ¥ 1850 
7 1860 
- 1870 
= 1880 

1890 

ig, 1900 
P 1910 


1920 
cf. . 1930 









980 CALL HCHAR (ROW, COL+1,145) 
990 COL=COL-1 


GOTO 880 

LET R=R-1 

LET D=D+1 

GOTO 690 

FOR Z=2 TO 16 STEP 1 

FOR H=110 TO 150 STEP 10 

CALL SCREEN (Z) 

CALL SOUND (-500,H,0) 

NEXT H 

NEXT Z 

ROW=4 

COL=29 

LIVES=LIVES-1 

IF LIVES<=0 THEN 1630 ELSE 390 
CALL HCHAR (ROW, COL, 32,3) 
COL=29 

ROW=ROW+1 

GOTO 88o 

CALL HCHAR (ROW, COL, 32,3) 
COL=29 

ROW=ROW+1 

GOTO 1220 

REM DROP ROUTINE 

CALL SOUND (50,110,090) 

CALL VCHAR(RO+1,CO, 137) 

CALL VCHAR(RO,CO, 32) 

RO=RO+1 

CALL GCHAR (RO+1,CO,GET) 

IF GET=152 THEN 1290 ELSE 1320 
CALL VCHAR(RO-2,CO, 32,3) 

CALL SOUND (-50,127,0) 

GOTO sso 

IF GET=126 THEN 1340 ELSE 1460 
IF GET=128 THEN 1340 ELSE 1460 
CALL VCHAR(RO,CO, 32) 

CALL HCHAR (ROW, COL, 32,3) 
SCORE=SCORE+10 


ROW=ROW-0.5 

IF ROW=2 THEN 1366 ELSE 1370 
ROW=3 

IF SCORE=300 THEN 1400 ELSE 1390 
CALL SOUND (—5S00, 127,90) 

IF SCORE=500 THEN 1400 ELSE 1410 
LIVES=LIVES+1 

CALL HCHAR(R, 1,32, 32) 

R=R+1 

D=D-1 

CALL SOUND(75,110,0, 123,90) 

GOTO 530 

IF COL<=2 THEN 1180 

CALL GCHAR (ROW, COL, GET) 

IF GET=128 THEN 1040 

IF GET=136 THEN 1040 

CALL HCHAR (ROW, COL+1, 32,2) 

CALL HCHAR (ROW, COL, 144) 

CALL HCHAR (ROW, COL+1,145) 
COL=COL-1 

GOTO 1220 

REM PRINT AT ROUTINE 

FOR I=1 TO LEN(M$) 

CALL HCHAR(F,G+1I,ASC (SEG (M$, I,1))) 
NEXT I 

RETURN 

REM DATA FOR CHARACTERS 








DATA 128, FF7ESCSC3C3CFFFF, 1356, 4444FF1111FF 44, 137, 00142ESF3E7C5810, 144, 051F7 


4FF7F3F 1F00, 145, COFCCBEFFFEFCFS 
DATA 152, AASSAASSAASSAASS, 153, OOFFFFFFFFFFFF 


REM END ROUTINE 

M$=" GAME OVER !" 

FOR L=1 TO LEN(M$) 

CALL HCHAR(10,5+L, ASC (SEGS(M$,L,1))) 
NEXT L 

FOR DEL=1 TO 2000 

NEXT DEL 

CALL CLEAR 

IF SCORESHISC THEN 1720 ELSE 1760 
HISC=SCORE 

PRINT "ENTER YOUR NAME" 

INPUT O¢ 

CALL CLEAR 


PRINT "YOU HAVE SAVED $"; SCORE*1000;" WORTH OF GOLD"::: "CAPTAIN 


THE MOST GOLD SO": 

PRINT "FAR OF #"s3HISC*1000 
FOR DELAY=1 TO S000 

NEXT DELAY 

CALL CLEAR 


"s 0%; "HAVE 


PRINT "FPRESS":: "REDO*BEGIN":: “"BACK*START FROM INSTRUCTIONS": : "CTRL-BACK~TO 


FINISH"sss:3 


CALL KEY(4,K,S) 
IF S=0 THEN 1820 
IF K=3i THEN 1930 
SCORE=0 

LIVES=3 

R=7 

D=9 

ROW=4 

COL=29 

IF K=143 THEN 180 
IF K=134 THEN 360 ELSE 1820 
END 











1 SQUARE DANCE 1 12 +3 8 
I’m not quite sure how to illustrate this 15 6 Ss 6 
answer but this will have to do. 4 9 16 5 
14 P 2 “+4 
8 
5 SQUARE PEGS 
7 9 
10 ss) 
17 1 
3 4 
2 BOX NUMBERS 
The answer is 1260 6 SQUARE RIGGED 
1 —S=- 


————— ——— 
2 
i 
——————» 
3 
— ——I 





<a emer 


4 MAGIC SQUARE 
There are several answers to this — shown 
below. 7 SQUARE MEALS 
He started at El Muto (the tutor). He should 





1 445: 14 4 have started at Facotti (the bodyguard). 
12 6 7 9 
a © 1 5 
13 2 2 2S 
1 4 45 4 
8 11 £10 “ 
12 / 6 3 FACOTT | 
13 2 3s 6 C Gadyquacd 
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PASS BIE LONE 
Sy Mae ETS 






Trade Enquiries: 
29 WEST HILL DARTFORD KENT (0322) 92513/8 
Mail Order: 

8 HIGH STREET HORLEY SURREY 

24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 

50p POST & PACKAGING 
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Fight your way to become 
The Master of the Skies 
travel through time to over- 
come the enemies of the 
past and future. Engage in 
dog fights with the squad- 
rons of world war one to 
the fighters of the year 2084. 
Five Screens of Breathtak- 
ing Scenic Graphics. 

J.S. £7.95 















. 

, 

. 

’ 

’ 
AL 
’ 
’ 
’ 
’ 
. 
o 
. 
. 
o 
a 


Br Soo 


+ 4 
_ 


et ¥ 
eeece o,0_@ 
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Run silent, run deep as a ‘U’ boat captain of 
your BBC ‘A’, ‘B’, or Acorn Electron. 
Torpedo enemy shipping and destroy the 
mines that are dropped on you. There is on- 
ly one ship on the screen at any one time, 


but it moves, 


and changes direction very 


quickly. Instructions and controls are ex- 
plained in the program. Good luck Captain. 


RUNdown 


Line 


190-200 
210-270 


°-es *o°- 


740-830 
790-830 


860-910 
940-1020 
1050-1090 
1080 


Action 

Defines PROCIntro. 

Sets up MODE. 

Sets up variables. 

Turns off flashing cursor. 
Goes to PROCchar. 

Repeat. 

PROCshipmove. 
PROCsubmove. 
PROCminemove. 
PROCtest (In case of 
anything getting hit). 
Checks firing keys of 
submarine and random 
number for ship. 

Defines characters. 
Positions ship on screen. 
Positions sub. on the screen 
and checks for keys being 
pressed. 

Moves mine across and 
down the screen. 
Movement of the torpedo. 
Tests for anything that has 
been hit. 

Tests if the mine has been 


hit. 

Checks if the ship has been 
hit. 

Decreases the number of 
lives by 1. 

lf number of lives = O then 
PROCend. 


1120-1240 Defines the end. 
1270-1760 Defines the Introduction. 


mMViain Variables Used 
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X co-ordinates of the ship. 
Y co-ordinates of the ship. 
Score. 

Number of lives left. 

High Score. 

X co-ordinates of the 
submarine. 

Y co-ordinates of the 
submarine. 

Y co-ordinates of the mine. 
X co-ordinates of the mine. 
X co-ordinates of the 
submarines torpedo. 

Y co-ordinates of the 
submarines torpedo. 

X co-ordinates of the ships 
mines. 

Y co-ordinates of the ships 
mines. 


Variables of the flags used 
for the mine and torpedo. 











LQFROC Intra 
2OMODES 
S@A2%=16: B2x%= me 
40SC%=6 
SOLIVES=3 
6BHS%=10g 
7OC%=16: Ox=2 
SOE%=15 Fs =o 
SORK=108: rpees 
1QOKBv=10; YB 
11OPETA=@ 
beet *=6 
1S8YDUS3 ; S20250; 4; HY ; 
peceROC char 
ISGREFPERT 
1SQPROCSHiP move 
LPOPROCSubmove | 
1SOPROCMi hemos 
1SBPROCte + 
2OOPROCte sth, 
f1GIFINKEY © -1 5 AES PETS=6 ANE eee THEN MGS: YxM=py 


Ws 





SCGTERND< 16 >= “1 AND Tp =O rif Ze eg | HEH “BYSAS% VEX=B2 


SaIF PETS =4 THEH PROCKu LT 






240 1F STM: TTL THEN PRINTTABC XB%, YB 5, | BASVBR+2  PRINTTAEC ep 


eShIF YA=1 THEN PETS=G: FE THT TREY tee , Vag 
<661F YR S23THEN JIM =9: pp INT TAB. AB% YES," on 
S7GBUNTIL © 


3BODEF PROCchap 


SLAYDUS3, 225, BG, 1,255. 127.62, 24 
S30vDUSS, £65, 30755, 285, 285, 255. 288, one 255 
4aVDUoS, sae BiG) 128, 128,855, agg age ey: 

248 DU 2% 5a5/121,15, 127,285,255, 193-65 
25OVDUSS, 223 1394240) 254,255, 255, 564, o50 
S6BYD USS , $8,129.66, 65 68.65,66,66, to 
37 OY DUES. 222,24,60,66, 66 24.60 126,126 
SoBVOUZS 233,126,765 24524,24,2 od, oe 


IENDFROC 


LO ce 


reese 
We (5 
I Se 


- 
_ 


hetned o 


< SDEF PROCSHIP mowe 
s300eaCHiRee 2S+CHRBZ26+cHREZ27 
4$44C0L OUR 2 

450FR INT TAB JA2R, B2% 95 0 iOS; 
400A 2%=A2! ARNE Bone 


Sc 


$7 MIF ARS: > ‘16 THEN PRIMTTAE: He /B2% 5," f He%ys1s 
480 1F A2ti=j THEH PRIWT TREC Re ES hs" ":A2x=o5 
4SGENDP Ror 
TG : 
J1 8: 
SZHDEF PROC Su btieice 
SSHBS=CHP SS PE+CHPSooq 
5 ACOLOUF s 
SIOPRINT TAB Cx i" 4 Be i 
SERIF CxA=27 THENPRINTT Oe es 245" "texas 
of AIF Cx=6 THEMPRINT TABS C2 OK)" ‘i Cx=t? 
SSOENIVEL OEM Eye ~a5 ~I HK Eve “6° 3 
SB NVELOPE1 , ‘2.64, ~64,12 Pets daSol2?7, 12750; 528,156, 196 SO 


Et 
MBENDP Rr 
By : 
sh 


AA ams un 
ts Soe _ are 


IDEF FROCK nets 
S=CHP S230 


as 
i 
I cy 
OM - 


éSOCOLDUE 14 
SORE RINT TAB FLEX "JES 

67 OF=F+. 

ESGIF Flip THEH PRIWTTABRY F&F. Ex "Fag: ey =EX+] 
SBFORL ‘= 4 TO38e : HEXT 


“J Ty 
ee 
a 


POBIF Ex=2a THEN PRIMTTABKC F, Et: ":Ex=14 
71@ENDPROE 
Aid 


Deer tiresome 


f3QDEF PROCtEest 
SHAIF YM: =IHTOF > Arp TASEX% THEH FROCK i tin 

BIGIF MSs *AX—1 ANE: AAS AR +4 AND ytg=s; THEM PROChKi ts 
S2OIF KX: PH2%-1 AND MAL +4 AND ¥%=5 THEN PROCKi ts. 
@3QENDPRE IC 

q: 
SBDEF PRC Lh i tre 
SOPET%=@ : PRINT TRB acai oa ee 


— 


Sah x=> 





e3asl“%=SC%+14 

SBOPRINTTABS 16,8); CHRS83+CHRS99+CHRS111+CHRS114+CHR$191+CHRS61 5 SCX 
SIBENDPROC 

926: 

34QDEF PROChits 

SSOPET%=G@:FRINT TABC A2%,. B2e%>:" " 

360Yx%=2 

97OSC%=SC%4+5 

SB8OFRINTTABS 16,09; CHRSS3+CHRS99+CHRS1 11+CHRS1144+CHRS$101+CHRS61; SCY 
SSBENDPROC 

1GG6DEF FPROCtesth 
LQ1I@IFKBASC% AND XBR<Cxk+3 AND YB%=Db% THENPROC Live 

L@2QENDPROC 
1638: 
1648: 
1G@SEDEF FPROCLive 
1IB66BLIVES=LIVES-1 
1H7GPRINTTABC @, 69; CHRS76+CHRS105+CHRS118+CHRS101+CHRS115+CHRSE1; LIVES 
1GSBOIFLIVES=6 THEN PROCe ried 



















































LASBENDPROC 
1168 

1118 

L112B0EF FPROCe ned 


AsuevUuees ¢ 

1146IF SCH<HS*% THEN GOTG1188 ELSE CLS 

11 S@FO0RG%= “| TO 2: PRINTTABC SS. O% 95 CHRS141;5 “Congratulations” 
1166NEXT 

LI7BFRINT’ "You hawe reached todas’ 
L1S6FURQ%=16 TO 11 
LISBPRINTTABE 16.0% 50; CHRS141; "RHOTHER GAME 7" 
12BBNEXT 

121B8AS=GETS 

122@1F AS="*" THEN GoToies& 

12361F AS="NH" THEM EHD 

1248G0TO1216 

LeS0: 


highest score." 


{27 ODEF PRO Inter oO 

L2S8CLS 

1236F0R Gy=s TO S 

{ SO0PRINTTARY Sy UES EUR LAL Ges Pne 
LS1IOBNERT 

ISCOFOR Gx=11 To 12 

LSSQPRIHTTARE: 16.0% 9; CHES1415 "Decided by 
13S48HEXT 

L3SQFOR Gx=14 To 15 

LSEBPRINTTABS 12.0% 0: CHRSI41."Feter Mitchell 
LS OHEXT 

LSSBOPRINT* PRESS AW KES 

LSSBAS=CETS 

i4HnHCcLs FOR ix=1 TO 18a 

141 @NEXT 


1420FOR Gu=2 TO 3 


143QPRINTTABY 10, 0% 9; CHR$141; "Sea-Doa" 
1440NEXT g 









ISS5BMFRIHT’ "This is a version of bhe PorPular" 
IS6QPRIHT" arcade game “SER-WOLF’ 

147OPRINT "Vou are the yellow eviomarine at. the" 
14SQPRIHT" bottom of the screen, " 

1S490FRIHT’ "At the tor of the screen 15 2 9éernman" 






ISGEPRIHT"mine-layer.who has 

Wi SIGPRINT" aboweyon. " 

{S26PRINT’’?"FRESS ANY KEY" 

1SSBAS=GCETS 

IS4Q@FOR O%=1 TO 188 

155 WINE» T 

Sel Ss 

pia UE Mg mine 1s set to self-destruct at" 
SOBUPRINT"the bottom of the ecreen.,so it is wour" 

is SSOPRIWT"task to exPlode the mine or else it" 

16HGPRIWT" will exPlode killing sou |!" 

161QPRIHT’’’’ "PRESS ANY KEY " 

162GAS=GETS 

1636FO0R O%=1 Toh 188 

L64UNEXT 

1650CLS 

1IS6GFOR Ox= 2 TO 3 

i67OPRINTTABC 2, WAI; CHRS141; "Controls " 

LESQNERT 

LOS i Co OLEOE Reid laracckielela’e Fahey 

L/OOPRINT! “RiSht.. ccceccnenth” 

FDP ICL OPEL lg pceiaceceecacern FIRE" 

172OPRINT’’’’? "PRESS ANY KEY TO START" 

1/7 3BAS=GETS 

174$6FOR Gx= 1 TO 186 

17 SQHEXT 

L76GENDPROC 


droPrPed a mine 
























































GORF 


Runs on: Colecovision 


As withall of Colecovision’s better games, 
this one is a straight reproduction of the ar- 
cade game by the same name. 

The game is very good and has the high 
standard of graphics that we have come to 
expect from CBS. The sound is good, and 
control is only marred by having to use the 
standard Colecovision controllers. 

There are four levels of difficulty and a 
one or two player option. All four missions 
of the original are implemented with 
gruesome Gorfian attackers to contend 
with in all their guises. 

Instructions are comprehensive and 
have screen shots of what should be hap- 
pening at what time, and a detailed run- 
down of what ‘thing’ has what score, and 
what ‘thing’ on the screen has what mean- 
ing. Altogether this is a well put together 
game. Definitely one for your library. 


Made by: Colecovision 
Price: £29.95 


6 Bla San 
“Ns 2 p 





Lineage: 40p per word. 
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AN =& 


Semi display: £9.00 per single column centimetre 


Ring for information on series bookings/discounts 


All advertisements in this section must be prepaid 
Advertisements are accepted subject to the terms andconditions 
printed on the advertisement rate card (available on request) 





DUST COVERS 


VIC 20/64 DRAGON 32 ATARI 800 
BBC A & B, ELECTRON, SPECTRUM 
CASS UNIT C2N (old model) C2N1530 
& ATARI in natural quality viny!. Just 
send £2.95 (Spectrum £1.50) or £3.95 to 
inc Cass. Cover, stating computer and 
cassette mode. (No stamp required.) 
Cassette cover only £1.50 to 





























ALLEN ENTERPRISES 
Freepost, Dept GC, Luton LU2 8BR. 


BROWN’S CASSETTES 
10 TOK Hi-resolution blank data 
cassettes C-15 £5.95. Suitable for 
the use of today’s computers. 
Each 


comes complete. with 
labels, inlay cards and library 
casing. 75p p&p. Cheques/POs: 
Brown's Cassettes (Dept GC) 
15 Royston Road, Thornbury, 
Bradford BD3. 





CABINETS 


Keep your micro and 
accessories dust free, 
tidy and secure 
Write or phone for 
colour brochure: 


MARCOL CABINETS 
PO Box 69, Southampton. 


TEL: 0703 731168 


FOR ALL YOUR 
CLASSIFIED 
NEEDS, PHONE 
ASP 
01 - 437 0699 


Teel? wale), 
VACANT 


BUSINESS 
sabia Ac lg 


Esta aphsnec Games Computina 
Compan y W Ath tt s fr 


"Texen TIOS 4A e 


yy Dragor yang 
te ‘fT GO 
SPECTRUM PROGRAMMER 


a Direc NP. and substantial 
aes ncn compan nio the 
Spectrum market enauiies to 
LES MARTIN 
Harlequin Computing Ltd. 
PO Box 44, Ilford I1G1 3DV. 


snares to 


104 

















JOYSTICK REPAIRS. Send your 
faulty iovstick with €4.00 te cover 
repair and return oostaage. Allow 28 
days. Quickshot approved repair 
ers Rowan Assuciates. 27 Canes- 
worde Road Dunstable, Beds LU6 
SJL 


Pr wale) hile) = 
DEALERS 


LANCASHIRE 
TILAROS 


BC, Sinclair. Commodore, Oric 
Beacon and Lynx personal computers 
Also the widest range of software, 

books and accessories in the area 
89 Euston Road, Morecambe, Lancs. 
Tel: 0524-411435. Also open Sundays. 





The Games Shop and Computer 
Software Centre 
TEL: 0224 643740 


3 Waverley Place, Aberdeen AB1 1XH 

Stockists of Spectrum, Dragon, Vic-20 

& Commodore 64 software. Extensive 
selection of books and magazines 


Vic 20 
SOFTWARE 


VIC 20 SOFTWARE 


Many special offers. For 
catalogue/ price list SAE 


PANDA SOFTWARE 
ROOMS 1-2, 2nd FLOOR, 
315-319 HIGH STREET, 
CHATHAM, KENT. 





ete] i tejele) i =m .r 
SOFTWARE 





e COPYMATE 


A back-up utility for COMMODORE 64 
Will make security copies of most 


cassette based software. Send £4.75to 


HORIZON SOFTWARE, 
15 eemnurg Close, Corby, 
Ss 


Northan NN18 SPA 









01-437 1002 Ext 212 


Send your requirements to: SALLY 
COLLINS, ASP Ltd, 145 Charing 
Cross Road, London WC2H OEE. 





SYSTEM TRADER The 
CRUISER Will you surviv 
GET THE GEESE OFF! 65 
cnase unwanted geese from y 
SPRING-HEELED JACK Wore 
Dridge yOu must cross! 

Urteiris AND THE Schepens 


der the constant threat of jo 


TUMBLEDOWN TOWER | 


tower with a personality 


stints 
ning 


ALL CASSETTES AT £5.55 INC P&P 
PLEASE SEND SAE FOR FULL LIST 


SOLWAY SOFTWARE 
6 Curzon Street, Maryport, Cumbria CA15 6LL 


TEL: (0900) 812579 


Ti-99/4A 
HIGH QUALITY GAMES 
Take another look at these prices 


RI-SKI_ Break a leg. (Runs BASIC or 
Ex BASIC, joysticks optional. four skill 
levels, totaliser) £2.95 
NUCLEAR PODS Alien attack (Runs 
BASIC or Ex BASIC. no peripherals 
required, six skill levels, totaliser) £3.25 
HOP-IT Kamikaze amphibians (Runs 
Ex BASIC, joysticks required, speech 
synthesizer oper: six skill levels, 
totaliser)........ £4.95 
To order any of these cassettes. just 
send a cheque or postal order to the 
address below. Remember 


- Ve nN|et 2 4 
nciuce Oost and Cac 
> = Pali 


ali prices 
kaging and VAT 
tware svailab e f 
a large SAE. Sconitarne Sup plie 
cassette MICRO- BYTE SOFTWARE. 
11 St Mary's Avenue, Purley, Reading, 
Berkshire RG8 8BJ 


(MAIL ORDER ONLY) 
Prices inciude post, packing and VAT 


99 4A T 


MICROSONIC 


Programs for the 
unexpanded TI99/4A 


Galactic Zoo Keeper.... 
Space Vaultsssicicsavsavecs £3.95 
Hangman and 
Masterbrain 
All prices are inclusive 
enquiries welcome. Ple 
Cheque/POs to. Microsonic, 85 
Maimesbury Road, Cheadle 
Hulme, Cheshire SK8 7QL (Ref 


GC). All types of Oric software 
wanted 


Dealer 
send 


ase 


Our fieilc 


SOLWAY SOFTWARE 


FOR THE TEXAS TI99/4A 


terplanetary trading game 
fe your Canal holiday’ 


screens of increas 


is? 


birds! This time they re trying to wreck the 
Not for the iain? hearted! (~( Nort roby ic 
your Opponents in the hereafter! 
time adventure game in an ancient 












ng difficulty 





as you try {o 



















josie & TIS9/4A 








r ty vat ta { 
WARGAME | ty 
Pidye t f 
artilery Str ategy tony . cs oh.) =i 
Mighn £6.00 
GERMAN WHIST/ FOUR | iN A ROW: Twi 


progtary 














oiay a clever comput ef T199 4A ¢ only £6. 00 
GRAFTS BAIns:t pe 


‘ ! 








Dealt ir 






abilities TIGQ/4A 


y £5. 00 
BATTLEFRONT Three ar 


"ade ty gan 





‘£6 00 





TX - SOFTWARE. : Gent GC, 
109 Abbotsweld, Harlow CM18 6TQ 


ational Software 


Ti 99/4A Edu: 
trom £3.99. Send SAE to Computor 
Tutor. & Lonarow. New Lanark 
Stratnclyae 


TO SELL YOUR 
SOFTWARE, GET 
THE BEST 
RESPONSE FROM 
GAMES 
COMPUTING 


K-Tel Double Siders £5.95 Hobbit 
£11.95 Valhalla £12.95 Splat £4.50 
Post free. SAE for Spectrum 
f BBC, Dragon, Oric 
2X81 NCC, 12 York Close, 
Barton, Beds MK45 4QB. 


lists 


Vic-20. CBM 64 
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ATARI 
SOFTWARE 


SPECIAL OFFER 
for Atari 400/600/800 owners 
Hire your first 2.games free from our 
extensive range of software. Up to 
the minute ré leases available. Apply 

ow! Send &.A.E. quoting reference 
.C. to 
CHARNWOOD GAMES 
27 Warwick Avenue, Quorn, 
Leics. 
Tel: 0509 412604 


ATARI 400/800 OWNERS 


NEW GAMES 
Computer Battleships..........£5.95 
Mastercode (Mastermind type) 
. £5.95 
Eag| eye (Connect-4 type) .. £5.95 
Adventure Time (Text 
Adventure)... Sens £7.95 
Why risk losing those precious pro- 
grams? With our range of utilities 
you can make a back-up of almost 
all your sollware 
Tape backup (single and multi 
Staqge).... .. £9.95 
Tape to Disc (Single. stage).. £9.95 
Disc Copier (inc. bad sectors) 
seve ecbinie Ek sine . £15.95 
AULOMENU soscssesscecessercceeeses £9.95 
Dept GC, AWG, 145 Bankside, 
Westhoughton, Bolton, Lancs. 


ASP 
- 437 0699 





01 





- WANTED inf LIBRARIES 


PROSOFT 


We are seeking inventive Spec- 
trum Machine Code program- 
mers. We want to offer you our 
co-operative marketing drive and 
ideas, so don't waste your time, 
send some of your work on 
cassette with your name, address 
and telephone number to: 
Prosoft, 54 Union Street, 
Melksham, Wilts. 


SOFTWARE 


TRS-80 & VIDEO GENIE 

Chaos (16K) : 
Compendium (16K)........cccc000 £9.75 
Dodgems (16K) .............0... as ah 
Galactic Merchant (16K) 

Graphics Editor (16K) 

Kong (16K) 

Mailing List (Disk 48K) 
Monitor/Disassembler (16K) 

Muncher (16K) 

sound Editor (16K) 

Mission (16K) 

SINCLAIR SPECTRUM 

Bermuda Triangle 


(90 48K Adventure).............. £5.50 


Monitor/Disassembler 

Pools 

COLOUR GENIE 

Chaos (16) 

Frogger (16K) 

Monitor’ Disassembler (16K). 

All prices include VAT & P&P. Always 

interested in programs for any of the 

above machines (25% Royalties Paid) 

KRICON LTD., 11 Medway, Hailsham, 
East Sussex BN27 3HE 





ey\Viacmee) | ena 
oF NSS) I | eV Os we) 1)" ] 1) ©) 1) > 0) 1,1, 


If you have something to sell now’s your chance! Don’t turn the page — turn to us! 


Rates of charge: 40p per word per issue (minimum of 15 words).Please state classification 
and post to GAMES COMPUTING, 1 GOLDEN SQUARE, LONDON W.1. 





Please place my advert in GAMES COMPUTING for 
lam enciosing my Cheque/ Postal Order/international Money 


Order for (delete as necessary) £ 


(Made payable to A SP. Ltd) 


OR Debit my Access/ Barclaycard 
(Delete as necessary) 





All classified advertisements must be paid for in advance. 


ee ee ee 
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COMMODORE 64 GAMES LIBRARY 


e Over 250 titles, all the latest & greatest © Hire of 
first TWO games ABSOLUTELY FREE e Life 
membership only £6.00 @ Full 7 days hire (Excluding 
postage) e Only 1 00 ee £1.50 (Europe) inc. 
p&p @ All oric t friendly and reliable 















alae e 


JOIN NOW ON MONEY BACK 
APPROVAL OR SEND FOR DETAILS: 


COMMODORE 64 GAMES LIBRARY 
c/o Yorkshire Software Library, Dept 2, 
13 Park Top, Pudsey LS2B 6BY. 













Cheques/P.O. to “Yorkshire Software Library” 


DRAGON / 32 BBC MODEL/EB 
ELECTRON ATARI 400/800 TASSOC ( 
32K 747 FLIGHT SIMULATOR 
Superbly realist ic inst hUMeniahion and pilot's ywew 
Niele simulahon which includes e mergenc 15, 
such as engina lige and systems fadures This 
program uses hgh resolution graphics fo the full io 
produce the most realistic {1 IM-Oeck cisplay yel 
| S€6 on a home computer There are a real dials 
and 25 other indicators. (see Giagram) “Your 
COnIrOls Operate (nrotthe. ailerons Bevators. laps 
Slats, $p00ers, landing gear. reverse thrust brakes 
etc You see f a UNwWay In True perspective, Usec 
CYSUCEKS and inchuides Options 1 Start w ith fake-otl 
Or fandom | landing approact A real semulation 
MOT JUST another game | [Your Cam pute oF Sal Aal| 
Cassette £9.95 (PP and VAT inclu } 


D.A.C.C. Lid. (Dept GC) 23 Sa Road, Hindley. Gir. Manchester WN2 3BN 


ACTUAL SCREEN PHOTOGRAPH 





ISSUES COMMENCING as SOON as possibie. 


Please use BLOCK CAPITALS and include post codes 


ee ee ee ee 


Name (Mr/Mrs/Miss/MS8) ....2.......0.......0ccccccccecccececececececueese 
(delete accoraingly) 

PODS sc ssc ners ssoncsinevesniseneonacentee ins sswasnkaseabeianiiedsa baad odes 

SSIN MULE asses eeascrassuwcannccecarswenaneeys ONG sy escicsisniisnieaes 

Dama y thera Tes Pairs areal gees o oa ses io oe ence 

= == == a. == =a =a, == =a Ss 
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50 games fowthe Si Clair 
Th are fify sup igh 
tage!! 


STOP PRESS: 


There are now sixty games on this fantastic 
compilation, yes 60 super high resolution arcade 
games that you will have hours and hours of 
enjoyment from, guaranteed!!! 


60 of the best games around including: Pacman, 
Invaders, Frogger, Fruit Machine, Defender, 
Lunar Lander, Pontoon, plus much more!! All on 
one tape for only £9.95. 


New for the 48K Spectrum, “Flipwind”. An amazin 
g simulation of the sidewinder arcade fruit 
machine, features include random holds and 
nudges, flipwinding reels to a winning line. 
Visually stunning graphics and ‘state of the art’ 
machine code, true arcade sound effects. 
introductory price £5.50. 


ONLY AVAILABLE BY MAIL ORDER FROM: 


ANCO SOFTWARE (DEPT ASP) 
25 Corsewall Street, Coatbridge, 
Scotland ML5 1PX 


ANCO SOFTWARE ... THE ULTIMATE EXPERIENCE 


CARTRIDGE CITY 


CARTRIDGE RENTALS FOR: 
ATARI 400/600/800 — COMMODORE 64 


e Choose from a rapidly growing range @ Descriptive 
Catalogue ® Yearly membership only £5 @ Hire rate from 
20p per day (equiv.) @ First hire free ¢ Discounts on 
software & hardware e 


7 ins xX 5 ins S.A.E. appreciated 


CARTRIDGE CITY 
25 Gaitside Drive, Aberdeen AB1 7BH 


or phone (0224) 37348 


T199/4A SOFTWARE 
PILOT £5.95 


A great new flight simulation game for the unexpanded T199/4A. 
Graphics display of landing strip and terrain map, plus updated 
instrument panel. Options for take-off, landing or in flight. Full 
instructions included. Graphics andsound. 

£5.95 


TEXAS PROGRAM BOOK 


35 programs for the unexpanded T199/4A, including 3-D Maze. 
Lunar Lander, Caterpillar, Horse Race, Invader, Morse Code, 
Arithmetic, Alien Attack, Organ, Evasion and many more. 

Send cheque or P.O. or telephone with Access, Barclaycard for 
immediate despatch. Please add 50p p&p to orders under £7. Orders 
over £7 post free. 


APEX SOFTWARE 
Swiss Cottage, Hastings Road, 
St. Leonards-on-Sea, TN38 8EA 
Tel: Hastings (0424) 53283 


BAACLAYCARD 
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FOR THE 
COMMODORE 64 
AND 
48K SPECTRUM What they say: 


ONE OF THE MOST ORIGINAL SPLAT _Bonecer Wie Mast 
& COMPELLING ARCADE GAMES| 22c\ctive games | have ever 


played on the 48K 
EVER PRODUCED !! SPECTRUM. It is certainly 


£500 WINNER! James Tant from Wokingham] the most original’’ 
who scored 112,930!!!(on visiting our offices to Computer & Video Games 
verify his high scoring ability - he scored even 


more!) “Highly recommended " 


Crash Review 


SPECTRUM 48K £5.50 - COMMODORE 64 £6.50 


THE KET 
TRILOGY 


MOUNTAINS OF KET 

“A professional game in 

a competitive genre, 

especially if you want value 
| for money,! can heartily 
= recommend this adventure.” 


SE HCW REVIEW 


First get to the mountain... 


MOUNTAINS OF KET 

48K SPECTRUM £5.50 
TEMPLE OF VRAN 

48K SPECTRUM £5.50 


TEMPLE OF VRAN 
NEW An even greater 
challenge just released 


THE HIGHLY 


ps3 4 ACCLAIMED GAME OF 

| ECONOMIC SURVIVAL 
THE BRITISH ECONOMY WITH YOU 
AT THE CONTROLS! HOW MANY 
YEARS WILL YOU LAST? 


A GAME OF 
GOVERNMENT MANAGEMENT 


%& 5 STAR RATING HCW 31/1/84 % 


BBC ’’B” 
SPECTRUM 48K £5.50 


MILLIONAIRE 


From a small humble home to a 
magnificant estate? Take on one of 
lifes little challenges & become a 
millionaire! Start up a Software Co, 
Buy, sell, Advertise, Deal with 
Honest Harry, Full Screen Graphic 
Representation of your current 
residence, + many other features. A 
compulsive game that grips you. 


SPECTRUM 48K £5.50 


OUR PROGRAMS ARE AVAILABLE FROM ALL LEADING 
DEALERS NATIONWIDE. In case of difficulty please use the coupon 


48K SPECTRUM COMMODORE 
£5.50 EACH 64 £6.50 


SPLAT 


ORDER FORM RN = 


Please send me the titles as | mOouUNTAINS OF KETO 

indicated by Ist class post. | TEMPLE OF VRANOQ BBC BISERIES 1) 
enclose cheque/P.O. for f...... 1984 £6.50 
or debit my Access/Visa Account | MILLIONAIRE © 1984 O 


SPLAT O 


INCENTIVE SOFTWARE LTD, 54 London Street, 
Reading RG1 4SQ Tel: Reading (0734) 591678 
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Take the screen test and be a STAR! 


in the ~<~/«~ high score competition* 


Ist C PRIZES 541 OR 
SINGLE DISK DRIVE watch OUT TATION 
2 Commodore 1520 BURN) 
3x0 Commodore | COMIN ean 
SIMONS BASIC CARTRIDGE more fabulous PFZES 


Seven runners up will receive the 
latest Pro-Ace Joystick as prizes. 















Use your skill and 
dexterity to win one of 
our fabulous prizes. 


Free entry form in every game purchased 












be won 







*only on Gridtrap 64 and Jumpin’ Jack 64. 


















fe t Ld r 

We promise you won't be able to turn it off! It's Not just a game... an Experience! 

a real skill tester and loads of fun to play! IT HAS IT ALL!... EXCITEMENT... 

Play with the Keyboard or Joystick. Choose HUMOUR... STRATEGY 

Se own operating keys with our User Jumpin’ Jack leaps into a totally new look for 
efinable System. Compete with an the 64 created by Three Dimensional 

opponent by selecting Two Player Mode... Graphics giving Full Perspective to the 

Great graphics, super sound effects in the game... PLUS... hosts of features never seen 

Livewire tradition including a selectable Melody before! 

Mode where the tune is available at the touch mer 

of a key and Melody On is indicated by a submerging Turtles — Snakes — Crocodiles — | 

quaver graphic. Otters — Lady Frog — Dragonfly!!! 


It'S Fun ert 


IT’S FROGRIFFIC «+= 
Program No. LW02 £8.95 


Program No. LW04 £8.95 









NEVER BEFORE HAS A COMPUTER 
. GAME LOOKED SO EXCITING... 
Pi 


ae FELT AND PLAYED SO EXCITING... 
cnpeahoaseapeneene 


TT raetueitiigigid ooo oo é Watch astonished as the Triad hurl themselves 
TT TE he |) Mae at 320) towards your craft in a remorseless battle 
o JSR ReGi lee -6 | bel age : against your intrusion. 
ed ee e ; 
Tee teterpouug odo | @ees! ce es Feel the heat blast of their anti-matter fields. 
Sane" a2 Bee eeeee CTT pay fe! 7 ; 
Proud esa told eau #4. te : Your pulse laser will have to turn white hot 
ee et an TE: before this encounter is over.. 
a Tie * | 
Featuring: - 


Anew DIMENSION... 


into the realm of TOTAL PERSPECTIVE 
GRAPHICS... 


Program No. LW03 £8.95 





Clip the coupon and return to Sumlock Microware Dept. GC. 
198 Deansgate, Manchester M3 3NE. 
or Telephone: 061-834 4233 


Please send me the following Software 







La C 
Software 
198 Deansgate, Manchester M3 3NE. 


Telephone: 061-834 4233 
TRADE ENQUIRIES WELCOME 


| enclose Cheque/P.O. for £ 
To: Name____ 


Address =——— ————= 
SP CE i 


Also available from good computer dealers and bookshops nationwide. 






















ORIC(163.48k) TANDY 
me?) 7. \ce), Ky. 








val me 8 


—— | 
1am. | 


- Actual picture of screen on 


ORIC 48K 


om 






Your missiopt is to penetrate the enemy 
scramble system and destroy their 
headquartéets.-You will start with three of 
our latest gpacefighters:equipped with 
repeating cannoirand twin bomb launcher. 
2e€ in_evadi ig ; aborate growin 























will arrivé‘at-the Cave nere jr 
lifficult. In the cave are UFOs, after. ~ 
of = y . 3 WO 


| e oy t azeé “If you manage 1 o-destr y : ©: 
~Enemy Headqua hen your reward-willbe amore ~~, 
difficult mission! One or two player game. ~~” 4 
Machine yuage, High Speed, Arcade Action. Fullcolour ~~. 
graphics with sound. Keyboard or Joystick control... 
2 = é . IF don tape for ~~ 7 * fi = : . 3 | 
S“ORIC £5.50 DRAGON 328 
KN oy\ i>) Mee) Belt) 3: ee 
Coxe . (Tandy colour version only available at Tandy Shor 
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Orders by post to 

41 Truro Road, St. Austell, 
Cornwall P825 5JE. 

Credit Card Hotline 0726 3456 


™ Access 








4. 
- Selected Microdeal titles are 
available from larger Ie 


— —- 
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